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ATARI RIDES 
AGAIN 

128K ON-BOARD RAM and an all- 
new graphics chip called Marie are 
the features of a top-secret new 
range of Atari computer^ currently 
under development. 

The new machines will eventual¬ 
ly replace the existing 800/XL 
series, which is currently being 
chopped in price in order to help 
Atari keep some sort of profile 
together while the new range is 
brought to completion. 

Marie replaces the older GTIA 
chip (which was itself able to pro¬ 
duce 255 shades of colour); her vit¬ 
al statistics allegedly include the 
ability to generate unlimited 
sprites. The older Player-Missile 
system (first sprite system ever 
made) could generate only four 
Players and eight Missiles. 

Pricing is said to be "highly com¬ 
petitive". 

Watch this space. 


DESPITE VEHEMENT denials 
by Uncle (Sir) Clive on BBC 
Radio 4's Chip Shop program¬ 
me (Sat. Oct. 13), it's acknow¬ 
ledged that Sinclair managed 
to pull a fast one with their 
new ZX Spectrum + . No one 
had an inkling that the new 
ZX, in its smart, bijou QL-style 
casing was set to invade the 
market. So naturally BIG K 
asked if they had learned any¬ 
thing from the QL Saga. In 
short, did Sinclair feel like a 
bunch of dorks? 

"I'm not quite sure what a 
dork is," a company spokes¬ 
man told us. "If you mean wal- 
lies — well yes, I suppose we 
did. Of course, this [the 
Spectrum+] is an extension 
rather than a new product. 
Nevertheless, we pledged that 
it would never, never happen 
again. This time, our rivals 
have been taken totally by sur¬ 
prise — they're all racking 
their brains to think of some¬ 
thing new to compete. We've 
had a lot of criticism from 
them." 

They think you haven't been 
playing fair? 

"That's right. We now have 
a great advantage. Sinclair 
computers now span the price 
range — so you can start off 
with the basic Spectrum, and 
keep on upgrading — for ex¬ 
ample, the Microdrive expan¬ 
sion kit is compatible with the 
new machine. It's a lot better 
than something like the Am- 
strad, where you have to buy 
everything at once. It's a bit 


"Yes. The last quarter is very 
important for this industry. If 
you're top of the league at 
Christmas, the impetus lasts 
all year. We've currently got 
43% of the market, whereas 
Commodore, our biggest rival, 
has 28%. We aim to have 50% 
by Christmas Day." 

But will the new Spectrum-h 
revitalise the whole Spectrum 
market (generally considered 
to be in its 'autumn days' with 
the. original Spectrum now 
over two years old)? Bill Scold¬ 
ing, editor of Sinclair User , has 
reservations. "It's a nice idea," 
he told BIG K, "but a shame 
about the price." Effectively, 
he considers that punters are 
just paying an extra £50 for a 
decent keyboard, when there 
are already several keyboards 
on the market for the original 
Spectrum. 

"All it really means is that 
the Spectrum + can be used 
for sensible word processing 
now, which makes it attrac¬ 
tive for the business market." 
Bill feels that the existing 
Spectrum market is very much 
a hobbyist one in which the 
punters prefer to buy their 
own add-ons (i.e. keyboards). 

The pricing of the 
Spectrum + puts it squarely in 
the Commodore 64 market¬ 
place, a machine Sir Clive 
admits he hopes to take sales 
away from — but, at the same 
time, it negates the price edge 
that the Spectrum has always 
had over its U.S. rival. — 
NICKY XIKLUNA 


Over The QL” 


like an old-fashioned train set 
— you start with the very 
basics and increase the value 
of the system as you go on col¬ 
lecting through the range." 

But the QL is incompatible 
with other Sinclair software 
and peripherals! 

"... Um, yes." 

So you won't be scrapping 
the Spectrum standard? 

"No. The production of the 
new machine will be stepped 
up, with the production of the 
older falling off. But this does 


not precipitate a fall in prices." 

Are you worried about the 
onslaught of MSX? 

"MSX stage one hardly lived 
up to its potential. The second 
wave may have more impact." 

It also seems that Sinclair 
have got their distribution act 
together this time. Even as the 
Spectrum was announced, 
main branches of WH Smiths 
and Dixons were already 
stocked. So was it Sinclair's 
intention to scupper their riv¬ 
als by releasing the " + " just 
before Christmas? 


BROTHERNET ROW FLARES 


FOLLOWING our revelation of the existence of Brother- 
Net (BIG K, June) (the Labour Party slice of the ubi¬ 
quitous Micronet 800) we present an exclusive under¬ 
cover shot taken recently inside the North Korean 
Embassy. 

The occasion — allegedly — was the signing of a 
'Peace Pact' between the representatives of Kim II 
Sung, benevolent dictator of the land north of the 49th 
parallel, and the representatives of Arthur Scargill, 
Leader of the Labour Party. 

Under the scheme shock troops of the prosperous 
Moscow-backed regime will shortly become available 
for flying picket duty in the trouble-torn industrial north 
of England, though on the insistence of Neil Kinnock 
(Deputy Leader of the Labour Party), they will leave 
their T-64 main battle tanks behind. In return, the 
Labour Party, using the matchless facilities of Brother- 
Net, will undertake to keep the reactionary 
Washington-backed hyenas of the Seoul regime 
hypnotised by specially-downloaded software, includ¬ 
ing Refer Back , Revenge of the Mutant Miners , Plan For 
Coal, Hampstead and other greatest hits of the '84 con¬ 
ference. 

Pictured under incredibly sinister lighting conditions 
are (r. to I.) Dr. Jeremy Bray, Shadow Spokesman for 
InfoTech, and an unnamed North Korean agent. 


FROM NOWHERE 
THE SPECTRUM+! 


Sinclair Confess: 
“We Were Wallies 


MORE NEWS PAGES 4, 5&6 
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GARBAGE IN 



GARBAGE OUT 


By The Shadow 


AS THE year fails, the starlings 
congregate and The Shadow 
wearily resigns himself to the 
usual Xmas debauch, strange 
rumours flit through the land. 
Tis said that all is not well 
with mighty MSX — even that 
(whisper it who dares) the 
beasts may not, after all, be 
wholly, that is, entirely, 
compatible! Reeling from the 
shock — and trying hard to 
hide his sniggers— the 
Shadow (who spent some 
time during 1944-45 on the 
Burma Railroad) investigated, 
and found that said rumours 
have wide credence among 
software companies, a lot of 
whom it seems developed 
early MSX games on Sony 


HitBits, and are now worried 
that ever-so-minute changes 
made to the MSX spec since 
then mean that. . .we can't go 
on ... 

And while we're on the 
subject, can someone at 
Toshiba explain some pretty 
weird claims in their current 
ad. "I'm a Toshiba HX-10" it 
begins, going on to list all the 
good bits it's got from other 
machines, the implication 
being that none of the listed 
rivals has them all. So far so 
good. "64K memory like the 
Commodore 64" is 
acceptable (just), as is "a 
printer interface like the Oric 
Atmos". But what about the 
same Atmos's alleged "built- 



GIVING IT MORE STICK 



FOR FANS of cute little black 
boxes for sticking on the back 
of Spectrums, here's a tasty 
little numberfrom Kempston, 
makers of the most popular 
Spectrum joysticks in the 
known universe. It shows 
altruism on their part, too. It'sa 
general purpose joystick 


interface, and allows you to 
use not just Kempston's own 
sticks, but also standard Atari 
models; orto replace Cursor 
key control with joysticks. 

It seems cosmically amazing 
that no-one's turned out 
something of this sort before. 


in power supply"? Or "sound 
output through the TV, just 
like the Sinclair Spectrum"? 
Surely some mistake here?... 
Delivering himself of this 
crushing put-down. The 
Shadow leaned back, opened 
a cold Grolsch and lit a 
gasper... 

Relax, Minter; we probably 
won't publish the photo — 
you know, THAT photo; but a 
case of cold Grolsch would 
seal our resolve and guarantee 
the return of said feelthy pic 
.. ."Yes I am Tony 
Crowther" T-shirt seen being 
worn (by an unidentified fair¬ 
haired wally) at a rival mag's 
recent bash: not to be 
outdone. The Shadow is 
hoping to market "You Too 
Can See All. . .IfYouWalk 
By Night" lapel badges with 
flashing LEDs... 

Real-life Keyboard Skills: to 
win a "valuable" prize from 
the Big K Mystery Software 
Hoard, just tell The Shadow 
the make of computer owned 
by Lemmy of the well-known 


heavy-metal ensemble 
Motorhead : seems ol' Lem's 
got hisself bitten by the D & D 
bug, and spends all night 
dorkslaying instead of 
whatever it was Lemmy 
usually does at night (the 
leather-clad folk hero 
continues to spend his days in 
bed). . .Thought for the 
month: how does Lemmy tell 
the keys apart? 

And finally, a long but not 
permanent farewell to The 
Shadow ... a recent bout of 
broken legs has removed the 
poor old fellow from the 
Software Scene... In the 
meantime, all you moles, 
traitors, slime-merchants, 
gossips, rats, spies, hackers 
and Just Plain Folks out there 
beam your spleen to Tony 
Takoushi (known to millions 
of admirers as The Ferret or 
the Kleftiko Kid) at this 
address... but fear not: one 
day The Shadow will return ... 

On the First day of 
Christmas the Editor said to 
me: "You'refired ..." 



WHAT DO Zsa Zsa Gabor, 
Nancy Sinatra and Bob 
Newhart have in common? (1) 
They're all in the databanks of 
the West Los Angeles 
Veterinary Medical Group. Er 
. . .that is, their pets are. 
Animal healthcare is big 
business in the States. 
WLAVMG alone had a 
turnover of $3 million last year 


— (its 45,000 animal 
subscribers probably having 
better healthcare than a large 
percentage of the city's 
human population). 

The three-storey hospital 
and 17 vets take a sixteen 
terminal Alpha Microsystems 
computer to run. But on the 
system's inauguration. 
President Richard Gebhart 
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HE GETS 
PAID FOR 
DOING 
THIS 


THE MAN under incredibly 
heavy manners here is Pete 
Stone. The contract he's 
signing ison behalf of his 
company, Palace Software. 
The product he'sgoing to 
distribute is an acey- 
doocey anti-nazi adventure 
called Valkyrie 77(review 
upcoming). The people 


who made it are the Ram 
Jam Corporation. The 
other people in shot are 
Palace Software staff and a 
few passing Equity 
members. The picture was 
taken by a photographer. 
You are reading this in 
BIG K. Just don't say we 
don't give you the facts. 



P 


was "dismayed to find that no 
vetinarian software existed!" 
(Surprised?). The dearth 
prompted Gebhart to pioneer 
his own package. He probably 
doesn't regret it. This year 
Gebhart is marketing his pet 
pack as Veterinarian Systems 
Inc, for Alpha Microsystems. 

Big K thought this a great 
idea and we've decided to go 
ahead and put the ape in our 
Apricot. We're none of us 
qualified veterinarians, so 
we're going into animal 
aromatherapy and faith¬ 
healing. So if your pet 
grasshopper has gone bow- 
legged, your newt has 
developed spots on his belly, 
your budgie can't quite reach 
middle C, or your pooch finds 
his diamond collar too heavy 
— let us know. We'll fix it. 


"Computers, videos 
... I dunno, when I 
was a boy all I did was 
stay in and watch TV 







Automata 
'Too Good 
For 

Industry" 

Row 

Flares 

THOSE CHEEKY Pi-men 
from Automata UK are 
sitting on their next 
software release until the 
micro industry treats them 
better. 

"Automata are too good 
forthis industry," 
complained an embittered 
Christian Penfold,founder 
director of the outfit. He 
went on to explain that 
wholesalers just don't 
seem to be supporting 
Automata's product as 
much as they could. Their 
latest release, Deus ex 
Machina, the first 
"computer video", is 
apparently not reaching 
the punters. Penfold adds, 
"Furthermore, no-one's 
buying mail orderthese 
days. Automata's next 
product will be something 
truly wonderful, but we're 
just not going to release it 
until everybody pulls their 
socks up." 

So don't say you haven't 
been warned. Pi-men and 
Uncle Groucho are 
officially an endangered 
species. The World Wildlife 
Fund will be contacted. 

Hold thefront page. 

































ON-LIN 


PSYCHEDELIC 
GURU IN 
COMPUTER 
SHOCK 

ANYONE out there remember 
Timothy Leary, author of the 
sixties' acid-head maxim 
"Turn on, tune in, drop out"? 
The man is back out in circula¬ 
tion again, and now he's advo¬ 
cating turning on ... to home 
computing. 

Says Leary, 'The ultimate 
psychedelic drug is computer 
software!'. He predicts that in 
three or four years every home 
computer will have a perso¬ 
nalised operating system. 
Said operating system 'Will be 
there to externalise every¬ 
thing about your own perso¬ 
nality.' Hmmm . . . 

Whatever the man means, it 
would be ungracious of us to 
suggest any band-wagon 
jumping, and it is after all al¬ 
ways pleasant to welcome a 
newcomer to the home com¬ 
puter field. 

Sure it is . . . 



PREPARE YOURSELF for a se¬ 
quel to the hugely successful 
Quill utility. Gilsoft have re¬ 
written their excellent Adven¬ 
ture Editor and are promising 
an even more flexible writing 
tool than before. Quill 2 will fe¬ 
ature abbreviated TAKE and 
DROP commands to preserve 
memory and allow user access 
to the interpreter (hooray!). 
Yes, that means that you can 
actually get to grips with those 
built-in passages! A most ex¬ 
citing development indeed. 
Hopefully this will mean a 
speedy demise for the horren¬ 
dous 'Have a nice dav' tag line. 


pEE 

It might even herald the end of 
another one of our pet hates, 
the term 'Quilled' (a worthless 
label if ever there was one). 

Equally exciting is the 
launch of a Quill graphics util¬ 
ity called The Illustrator. A 
separate designer which will 
enable you to include full 
screen graphics in your Quill 
adventure. We've yet to see a 
working copy but presume 
that the database will be 
loaded into The Illustrator 
prior to processing as a stan¬ 
dalone prog. Graphics will, be 
created by manipulating two 
joined cursors and then filled 
with the desired colours. Fairly 
detailed visuals are promised 
using this method (we just 
hope the authors don't insist. 
on drawing at every location). 

The new Quill will occupy 
about 8K of the Spectrum's 
memory, Illustrator slightly 
less at 5K. This effectively 
means that on transferring 
your database you'll gain an 
additional 3K to play with. A 
full screen 'Hobbit' styled 
graphic will cost around 250 
bytes — so get planning! Data¬ 
bases written on the old Quill 
will be transferable although 
they may need trimming ow¬ 
ing to the new Quill's larger 
size. 

The Illustrator will sell for 
around a tenner (something of 
a bargain we'd say) and own¬ 
ers of the original Quill can up¬ 
grade by post. 


THE SPECTRUM 
STRIKES BACK! 

ANYONE out there worried ab¬ 
out the limitations of small 
micros will be pleased to know 
that Imperial Life, a major in¬ 
surance company, now de¬ 
pends on a Speck for many of 
its management reports. 

The report system was writ¬ 
ten in BASIC by John Eckhart, 


an investment analyst who got 
into micros as a hobby. He 
found that the dp department 
(big, boring machines) were 
too busy to meet his needs, so 
lo! four Microdrives, a printer, 
and a lot of hacking, and the 
humble black plastic blob now 
turns out stock exchange re¬ 
ports on up to 500 programs. 

Just a hobby? Don't give us 
that, John. 




TAKE 

IT 

EASY, 

EDNA 


THERE follows a bulletin which has caused tears of sheer pride to 
well up behind the resplendent winged spectacles of Dame Edna 
Everage. Ozisoft have brought Australian written software to the 
British market. The company have been successful distributors of 
British and American software in Australia since 1982. 

The expansion (or reversal) of their operations is heralded by the 
release of Space Ace 2101. Ozisoftware is destined for the CBM64 
alone, and is available on disc or cassette (with fast loader). Space 
Ace 2101 retails at £7.95. 

Dame Edna comments: "This is a truly wondrous moment for the 
Australian Empire, darlings. My dreams will be truly sated when our 
very own, bestest hardware, the Wombat 4000, at last becomes a 
British household name, like me." 


COMPUTER CHAT SHOW CRASH HORROR! 


INTERNATIONAL telecon- 
ferencing is the name of the 
concept. The idea is simple, an 
international microcomputer 
network allowing technical 
and business users, and us 
less serious people to share 
thoughts, words and world- 
views, using standard phone 
lines and the RS232 interface 
standard. 

The technology was tried 
out recently in an experiment 
sponsored by those loveable 
MSX people. It involved link¬ 
ing Toshiba and Mitsubishi 
MSX machines based in the 
South of France with a Sanyo 


in Paris, which went on to con¬ 
nect with non-MSX machines, 
NEC and Sirius in London and 
a Tandy TRS100 portable in 
San Francisco. The result of 
this bizarre menagerie? Well, 
the non-MSXs had no trouble 
communicating, but the 
French connection just didn't 
work due to the fact that MSX 
machines aren't designed for 
the RS232 standard. They re¬ 
quire an evidently unreliable 
black box stuck on the back. 
Ironic really and not a little 
embarrassing seeing as how 
the whole basis of MSX is in¬ 
termachine compatibility. 


MSX CORNER 

MSX is coming at us from all 
sides but can you truly say you 
know everyone who's in¬ 
volved? BIG K tries to keep 
track of the latest recruits to 
the Cause. 

• MR MICRO has thrown in 
some of its lot with MSX and 
announced five games: Hum¬ 
phrey, Crazy Golf, Cubit, Zakil 
Wood and Punchy. All will be 
priced at £6.90. 

• CENTURY COMMUNICA¬ 
TIONS claim first place in the 
race to produce the first intro¬ 
ductory book to MSX. MSX — 
An Introduction (snappy title, 
fellas) is written for the first¬ 
time user and covers the 
whole range of MSX machines 
from the different manufactur¬ 
ers (all of them?). The book 
comes in two forms, standard 
(pages, covers, etc.) and one 
that includes a cassette of 
MSX-BASIC programs — the 
latter available through the big 
retail chains only. Price is £7.95 
for the book and £12.95 for the 
book and cassette package. 


CUT OUT AND KEEP 

MSX 

SPOTTER'S GUIDE 

COLLECT THE SET! 

No. 96785 YASHICAYC-64 



Yashica's MSX entry is a 64K 
computer with 32K ROM for 
BASIC and 16K video RAM. It 
has two joystick ports, a car¬ 
tridge slot and a Centronics/ 
Parallel printer interface. 
Sound is handled through 3 in¬ 
dependent channels covering 
up to 8 octaves. Text display is 
32 characters per line, screen 
display is 256x192 and there 
are 16 colours. 

A BIG K READER SERVICE 
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ISO K OF PURE MYSrtPr 
BY M* UYMGSnME 


Spectrum 48K or 
Commodore 64 
(Turboload) A 


: mm Full-colour booklet 
mf packed with cryptic 
W clues to help you A 
r unravel the mystery —A 
and win the £25,000 Mm 
reward i 


Music and 
sound effects 
builtin 


m 


High quality 
ll-colour, static and 
moving graphical 


full 


Send your order now to: 

ft A AA llnimt Conn UilftAn Vounoft 

1 4uu, Mount rorm. mi iron neynes. 




m 


u All 5 Adventures are linked — but you can choose to play them 
separately And they all have REAL TIME built in. So if you don't think 
fast, you wind up as a pterodactyl's lunch, die of ovepexertion in a Roman 
orgy, or just lose your mind... 

■ "Eureka!" is not just an Epic — not just an Adventure. At the start of each 
historical era, you face an Arcade Action test, to decide your strength level for 
the Adventure to come. 

■ The better your score, the stronger and faster you'll be. 

■ And it'll keep you on your toes, with constantly-changing, static and moving 
graphics. Briiiianl music and sound effects add to the excitement. 

■ As part of the "Eureka!" pack, you receive a full-colour illustrated 
booklet, containing cryptic riddles and mysterious illustrations. Using 
booklet and screen together ; you steadily unravel the clues and build 
up a secret phone number piece by piece. 

■ If you're first to ring it, you save the world and collect the £25,000! 


THEN THE RACE IS ON!!! 


h■ 


DEVISED BY 
IAN LIVINGSTONE 


The storylines for "Eureka!" are by Ian Livingstone, 
whose "Fighting Fantasy" books have sold over 
2,000,000 copies. He's dreamed up some rather 
nasty tricks and twists for you in this Epic, because 
he has also devised the cryptic clues and 
conundrums in the booklet that goes with the 
program. He's the one who knows the answers. 


"Eureka!" was programmed by 
Andromeda teams led by 
Hungarians Donat Kiss and Andras 
Csdszar. It took the equivalent of 5 
YEARS to create, and the skills of 
4 graphic artists, 2 musicians 
and a professor of logic too. 

We told them to stretch the 
hardware's capabilities, and make 
sure you were kept awake for hours!! 
They've done it... 


Available from 
►all good software retailers, 
or if any difficulty use the coupon ^ 
or Hotline telephone number 
01-4606000 

NOW. 


To: "Eureka!", FREEPOST, Dept 400. Mount Farm. Milton Keynes, MK1 1HQ 
4 Please send me ■Eureka!* packs, complete with cassette, full-colour 
| booklet. Instructions and rules, at £14.95 each PLUS 55p post 4 packing. 


MY COMPUTER IS 

Ordered 

Total at £16.50 

COMMODORE 64 



SPECTRUM 48K 




TOTAL £ 



24 HOUR PHONE 
HOTLINE NUMBER 
01-4606000 
For Credit Card Orders 


I enclose payment by cheque/PO. payable to DOMARK LTD. 

OR Please charge my Credit Card VISA EH a ACCESS □ I 


3 AMEX □ 


Card Number 


‘ Fvpiry Hnto 


Dnte 


Nome 


Sianature 


street _ 

Town 


Post Code. 

BK 



Domark Ltd., 228 Munster Road, London SW6. Reg. No: 1804186 (England). 
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the only thing the Commodore 64 doesn't has ai 


cassette unit 




For program storage and 


retrieval. For faster storand n 


monitor. 


Gives really superb reproduction and clarity. 


a vast range 

There’s something for everyone and for all interests...wAhouql 


y L/ 

They j/putthecont gan 




thought-provoking, amusing, entertainiiallei 


home 


leisure and practical interests. 


edic 


pre-school and beyceate 


a 64 ki 


Plus excellent sprite graphics mazir 






























ifiware (business, 

rtaininhallenging, and exciting. - . ~ To cover the essential office and business needs... 



k memory 

lies aimazing music synthesis capabilities. J 



havis any serious competition. 


THE COMMODORE 64 COSTS JUST £229 (OR LESS). 

FOR FURTHER INFORMATION PLEASE TICK ONE, OR MORE, OF THE BOXES 
AND SEND TO: COMMODORE INFORMATION CENTRE, 1 HUNTERS ROAD, 
WELDON, CORBY, NORTHAMPTON NN17 1QX. TEL: CORBY (0536) 205252. 


COMMODORE 64 □ MONITOR □ CASSETTE UNIT □ 

PRINTERS, PRINTER PLOTTER □ DISK DRIVED SOFTWARE □ 

NAME 


ADDRESS 


64 BIG 1184 
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That Was The I 


9 software companies start 
rush from video games to 
computer games — Spec¬ 
trum targetted in Britain . 

1 QL: the dreaded 32K dongle 
, is revealed ... 


Warner Communications 
sells Atari to Jack Tramiel.. 
Eurohard SA buys Dragon, 
moves production to Spain . 
. Amstrad goes on sale — on 
schedule .. Mastertronic 
take over marketing of Car- 
nell games .. ACT announce 
sub-£1,000 FI range .. Crash 
of the Month: Imagine insol¬ 
vent, lay off two thirds of 
staff then call in Receiver... 


JANUARY 


Oric announce the new 
Atmos — death-knell for the 
Oric-1 . . First hints of Am¬ 
strad entering computer 
market.. Commodore unveil 
264 and 364 at Las Vegas . . 
Jack Tramiel resigns as 
Commodore Big Boss . . 
Sinclair lift lid off QL — the 
long wait begins... 


R AK-MAN. 


TRAC-MAN. 


AUGUST 


ASI§R< 


Sinclair plan to scrap 16K 
Spectrum in the Autumn . . 
Oric hits cashflow problems, 
sues advertising agency — 
and loses.. Atari slash hard¬ 
ware and software prices . . 
Activision sues Microdeal 
over Cuthbert in the Jungle 

— and wins . . Legend 
announce Valhalla follow-up 

— The Great Space Race- 
. .Former Imagine directors 
fail to keep Megagames out 
of Receiver's hands .. Acorn 
announce range of business 
micros . . QL: first machines 
returned for ROM refit . . 


FEBRUARY 


Apple announce Macintosh 
— user-friendliness takes on 
new meaning . . Coleco's 
Adam due in Britain in 'first 
half of 84' . . GEC take over 
marketing and distribution 
of Dragon computer . . 
Rumblings at Atari — Philips 
said to be interested in part¬ 
nership deal.. Elan changes 
its name toFlan (everyone 
laughs) . . Lynx 48K goes to 
mail order sale only . . QL: 
'28 day delivery' extends to 
beginning of March, then 
end of April. Letter goes out 
to mail order customers . . 
Crash of the Month: Compu¬ 
ters For All chain goes under. 


APRIL: "Big U.S. companies start rush 
from video games to computer games 


MAY: "QL.. first machines go out to 
customers.. " 


Boots, British Home Stores 

drop Dragon 32 .. MSX Inva¬ 
sion gets green light for Bri¬ 
tain . . Sinclair drop ZX Prin¬ 
ter . . Palace Software start 
move towards game-of-the- 
movie titles — The Evil Dead 
announced . . Vectrex video 
game system gets deep 
sixed.. QL: first batch of 100, 
dongled-up, machines out.. 


Imagine changes mind ab¬ 
out price drop . . Mastertro¬ 
nic launch £1.99 games — 
budget software arrives . . 
Amstrad announces CPC464 
. .Commodore hints at Cl 6.. 
Apple announce lie.. Jet Set 
Willy appears, zooms 
straight to No. 1 . . Big U.S. 


MARCH 


Mattel pull out of electronics 
— Intellivision takes dive . . 
Imagine announce price cut 
to £3.95 for games . . Flan/ 
Elan, already 5 months late, 
announces delay till 
September, then changes 
name to Enterprise (every¬ 
one confused) . . Acorn 
announce 6502 second pro¬ 
cessor for BBC . . Sinclair 
Microdrive appears in shops 
.. Imagine troubles begin — 
Marshall Cavendish reject 
six games. Megagames 
advertised as 'under de¬ 
velopment' . . QL: Sinclair 
agree to compensation for 
customers who are still wait¬ 
ing . . BIG K No. 1 goes on 
sale — punters cheer, com¬ 
panies quake, earth moves.. 


Ultimate launch Sabre Wulf. 

Radofin announce 

Aquarius 2 . . Commodore 
show Plus/4 and C16 at Chi¬ 
cago CES . . U.S. Gold laun¬ 
ched — Beach Head roars 
into charts — Yank software 
invasion starts . . Argus 
Press Software Group buy 
Quicksilva Acorn 

announce Plus-1 expansion 
unit for Electron . . Atari 
announce third video game 
system, the 7800 (everybody 
yawns, again) . . Crashes of 
the Month: Dragon calls in 
Receiver . . Camputers 

(Lynx) go into liquidation . . 
Carnell Software calls in Re¬ 
ceiver .. 


JULY: "Imagine crashes.. a spokesman 
comments.. " 


Illustrations from "The Computer Wimp' 
See page 11$. 


ORWELL'S 1984 dawned with hope and promise 
and a lot of new stuff. As it wore on it proved to be 
a rough ride that nobody had expected. RICHARD 
BURTON checks his diary for the year... 










































SEPTEMBER: "Commodore drop VIC 20 in 
favour of new C16..." 


Crashes of the Month: Rab¬ 
bit Software goes into li¬ 
quidation .. Fuller go into re¬ 
ceivership (long-delayed 
Spectrum keyboard 

blamed).. . 


SEPTEMBER 


Commodore put down VIC 
20 in favour of C16 . . Atari 
axe 600XL, cut hardware 
prices again . . Marks & 
Sparks move into software 
scene.. Melbourne House — 
finally— bring out Sherlock. 
. Softek form The Edge to 
produce 'megagames'.. Vir¬ 
gin Games buy use of Rabbit 
Software name . . QL: on 
sale over the counter for first 
time . . Acorn unveil ABC 
business range . . Crash of 
the Month: Digital Fantasia 
go into liquidation. Channel 
8 Software take over market¬ 
ing of their Mysterious 
Adventures series. . . 


NOVEMBER 

AND 

DECEMBER 


OCTOBER 


MSX officially launched in 
Britain — seven machines, 
some on sale before Christ¬ 
mas . . Atari announce new 
16-bit and 32-bit machines 
for. 1985 . . Sinclair spring 
Spectrum + surprise on QL- 
battered public — Sir Clive 
denies its existence on BBC 
Radio two days before offi¬ 
cial announcement. . Ocean 
buy Imagine name— plan to 
use it on new range of pres¬ 
tige' games.. Sinclair snatch 
Bandersnatch for QL conver¬ 
sion . . Worries over MSX 
compatibility surface. . . 


As of writing these months 
have yet to happen — maga¬ 
zine production is a funny 
thing. All you can be sure of 
is that very few leaves will be 
left on the trees in November 
and Christmas will come in 
December! That and the fact 
that a lot of computers and 
software will be around dur¬ 
ing these months. 


OCTOBER: "MSX officially 
launched.. f 

BASIC considered tyU 
old fashioned...." tfaf 


TREADLEMASTER SV-200 jj'f 


Sinclair's QL 
Amstrad CPC464 
Oric Atmos 
Commodore 16 
Commodore Plus/4 
MSX 

Apple Macintosh 
Apple lie 
Acorn ABC range 
Mastertronic 
U.S. Gold 


Imagine Software 
VIC 20 

Spectrum 16K 
Oric-1 

Intellivision 

Vectrex 

Rabbit Software 
Carnell Software 
Camputers(Lynx) 


Olympics-inspired 

games 

Graphic adventures 
American software 
Budget software 
Games endoresed 
by celebrities 
Games based on TV 
series and movies 
Multi-screen games 
Flight sims 
Improved graphics 
Cash prizes for 
solving adventures 
Games/graphics/ 
adventure 
designers 
'Anti-piracy' 
gimmicks 
Bookson 
computers 
Computer 
magazines 
Cute characters 
Sequels and follow¬ 
ups 

'Star status'for 
programmers 
Atari/lmagine/QL 
watching 
Banning ZX81s 
from Russian 
military use 
Disc drives 
Fast-loading 
systems for CBM64 
cassette games 
























































GOSSIP. . . . GOSSIP. . . . GOSSIP 



He walks along, a shadowy figure in 
a filthy raincoat, with a snap-brim 
fedora on his bonce, a Micro writer 
in his pocket and his midriff 
festonned with bugging gear. He is 
TONY TAKOUSHI, and what he doesn't 
know about the Software Scene ain't 
worth knowing... 


THE ATARI home micro has a 
classic game in the 8K rom car¬ 
tridge Star Raiders. Now it can 
be revealed who wrote this mas¬ 
terpiece way back in good old 
1979. It was a German by the 
name of Dave Neubahre. I like to 
know if anyone out there knows 
where he is . . . 



THIEVERY is rife these days, even with the stringent security adopted by 
Commodore. Having experienced first-hand their security checks at 
Corby and Slough, I assure you they are thorough, well thought out and 
even Houdini would have problems escaping, let alone stealing any¬ 
thing. However, at the Commodore show in June at the Novotel Hotel, 
the exhibition hall was locked up every evening. Admission could only 
be gotten by a signed pass from two of the Commodore hierarchy. Still, 
on the first evening, a Ferguson video was stolen . . . 

While I'm on the subject of Commodore, it appears Jack Tramiel 
(ex-Commodore chief) came over to the UK with one of his sons (either 
Sam or Len, — thanks, Dad) to visit the Atari headquarters in Slough. 
This despite an official cancellation (to the computer press) of a Press 
Conference he was to have held to announce Atari's plans for the future. 

After the huey of his leaving Commodore, Tramiel (Jack to his 
friends..) appears to have the dubious honour of a game being named 
after him. Recently released in the US and due for release in the UK is a 
game called Jack Attack. The game involves 'Jack' leaping off high piles 
of blocks and flattening the nasties below him . .. 

THE MECHANICAL Protection copyright Society are those wonderful 
people who ensure songwriters get their royalties for their songs. So 
what, you ask? Well after some market research it seems there are plans 
to recover monies due from some of the UK's top software houses as 
they are using tunes in their games and not paying for the privilege. And 
just how much is the society asking for the software houses? Why, a 
mere one pound for the master tape and between three and five pence - 
(depending on the amount of music used, five pence being for conT 
tinuous background music) for each tape produced. I have a feeling we | 
may well be seeing many more original compositions in the future. 


From the Imagine Times, an 
underground mag from that 
Happiest of ships... 


SPECTRUM owners take note. If you are planning to buy a copy of the 
arcade game Zaxxon from Starzone Software then buy it quick as 
Ocean has threatened legal action against Starzone and the game has 
been withdrawn from the market. Ocean has the rights to Zaxxon in the 
UK and is planning to release its own version for the Spectrum. 

Jeff Minter's classic game Gridrunner is one of the best VIC 20 games 
ever written. Jeff chose the title Gridrunner after seeing the film 
Bladerunner which starred Harrison Ford. 


PALACE SOFTWARE — a sinis¬ 
ter force is wreaking its revenge 
on Richard Leinfellner, the prog¬ 
rammer of The Evil Dead. With 
the launch of the game at the 
London Dungeon a faulty tape 
meant the game could not be 
shown to the press. When the 
game was finished Leinfellner 
was run over by a 'possessed' 
car driver as he tried to deliver 
the master tape to the duplica¬ 
tors. Sheer co-incidence or . . . 

Imagine — Where are they 
now? There is life in Liverpool 
after the Imagine crash, in fact 
many of the programmers, 
graphic designers and musi¬ 
cians are now well placed in 
other software houses and art 
studios. Jake Glover is now at 
Voyager Software, Mega-Game 
programmers John Gibson and 
Ian Weatherburn have set up 
graphic design studios called 
Denton Design, whilst others 
have gone to Concept Software 
and Peripheral Pictures. 

Imagine produced its own in- 
house magazine, snippets of 
which I'll use over the next cou¬ 
ple of issues for your delecta¬ 
tion, all in the best possible 
taste .. . 




One of these 
men has an 
obsession 
with camels. 
But which 
one? 


The good news — For those of you who wish you could run 
Commodore 64 games on the Spectrum there is now hope. If you 
have a copy of The Pyramid (Commodore 64 format) from Fan¬ 
tasy Software then try loading it into a friend's Spectrum. It 
loads a Spectrum file off the 64 tape format. You will be greeted 
with the following, 'Bytes:Pyramid'. 

The bad news — It won't run! 


Also from Imagine Times 

Ultimate — Rumour has it that 
Ultimate will be releasing a 
game along the lines of their 
(now standard) arcade adven¬ 
ture. The title will be something 
likeThe Staff of Kharna . . . 



































AND MELBOURNE HOUSE PRESENT 

THE JOURNEY OF A LIFETIME 
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A TRIP TO 

HAMPSTEAD 

Visit the London borough that inspired 
top-selling computer game! 

Yes, folks, some people have to work for years to 'attain' 

Hampstead... BIG K actually takes you there on a 

fabulous, all-expenses-paid visit. 

CHECK OUT OUR TOP PRIZE:— 

★ Travel for you and one guest from any part of the country by 
rail to a mainline London station. 

★ Collection by chauffeur-driven car which will take you 
directly to Hampstead. 

★ A personal guided tour around the 'village 1 by Trevor Lever 
and Peter Jones, authors of Hampstead. 

★ A fantastic meal at top Hampstead eatery. The Orchard 
restaurant. 

★ The complete range of Melbourne House software for your 
computer, including, of course, the Hampstead game itself. 

★ Transport back to the station and, ultimately, home. 

Can you afford to miss such a life-enriching experience? 

★ 25 runners-up will be able to practice 'attaining' Hampstead 
with their own copy of the game (Spectrum 48K and 
Commodore 64 owners only). 


HOW TO ENTER 


How do you get to Hampstead? The 
answer is not 'by bus'. One, in fact, 
does not go to Hampstead, one 
'attains' it by reaching an acceptable 
level of social status. That's the 
theme of Melbourne House's new 
adventure game... and the theme of 
our daring competition. How much 
do you know about social climbing? 

Presented here are ten incomplete 
statements about this heady pas¬ 
time, each with three words or 
phrases which might be used to fill 
the gap. Which one most aptly or 
accurately completes the statement 


— A, B or C? Under each statement 
number on your entry coupon write 
the key letter of the alternative you 
select for that statement. 

Having completed all ten state¬ 
ments in this way, complete the 
coupon with your ow full name, age 
(if under 18) and address, and post 
your entry in a sealed envelope to: 
BIG K HAMPSTEAD COMPETITION, 
55 EWER STREET, LONDON SE99 
6YP. All entries must arrive by Mon¬ 
day, 31st December, 1984, the clos¬ 
ing date. 


IMPORTANT 

Before sealing the envelope containing your coupon, copy out (on the outside 
back of the envelope) the key letters (A,B,C) of your ten chosen answers in exactly 
the same order as they appear on your coupon. YOUR ENTRY MAY NOT BE 
CONSIDERED IF THIS IS NOT DONE. 

Write the name of your computer (or one you have access to) on the back of the 
envelope. Do not enclose any correspondence or matter other than the entry 
coupon. 





RULES 

There is no entry fee but each attempt must 
be on the official entry coupon cut from BIG 
K and must bear the entrant's own name, 
age and address. 

All accepted entries will be examined, 
and the judges will award the first prize to 
the entrant they consider to have shown 
the greatest skill and judgement in asses¬ 
sing how the listed alternatives most aptly 
or accurately complete the ten statements. 
Remaining prizes will be awarded for the 
next best entries in order of merit. No en¬ 
trant may win more than one award. If a 
prizewinner is aged under 18 years then 
parental consent must be supplied before 
the prize can be awarded. 

Prizes must be accepted as offered — 
there can be no alternative awards, cash or 
otherwise. In the event of any ties, those 
tying will take part in a further test of skill, to 


be held by post, to determine the winner(s). 

Entries arriving after the closing date will 
not be considered, and no responsibility 
can be accepted for any entries lost or de¬ 
layed in the post or elsewhere. Any entries 
received incomplete, illegible, altered, 
mutilated or not complying exactly with the 
instructions and rules will be disqualified. 

Decisions of the judges will be final as 
will those of the Editor in all matters affect¬ 
ing the competition. No correspondence 
will be entered into. Entry implies accept¬ 
ance of the rules as final and legally bind¬ 
ing. 

The competition is open to all readers in 
England, Scotland and Wales other than 
employees (and their families) of IPC Maga¬ 
zines Ltd., Melbourne House (Publishers) 
Ltd., or the printers of BIG K. 

Winners will be notified and the result 
published in a later edition of BIG K. 


1. Social progress depends most on. 

A. what you wear B. where you go C. who you know_ 

2. What really matters is that you should be. 

A. an opportunist B. polite C. dedicated_ 

3. Don't be afraid to be.to achieve success 

A. ruthless B. brazen C. dishonest __ 

4. The Hampstead Man eats. 

A. quiche B. muesli C. wholemeal bread __ 

5. Invited to partake of an afternoon drink one should ask for. 

A. mineral water B. creme dementhe C. tea_ 

6. The social climber can always. 

A. drop a name B. produce a cigarette lighter C. cadge a drink 

7. The Hampstead Man has. 

A. a dog B. gall C. only himself to blame_ 

8. To attain Hampstead one requires. 

A. jenesaisquoi B. savoirfaire C. no knowledge of foreign 
languages whatsoever 


9. On no account should one lose one's. 

A. creditworthiness B. trousers C. address book 

10. A Hampstead Man always has a good. 

A. job B. lunch C. excuse 


— — — — — mm ENTRY COUPON — — — - — - 

BIG K HAMPSTEAD COMPETITION 


1 

2 

3 

4 

5 

6 

7 

8 

9 

10 












In entering this competition, I agree to abide by the rules and to 
accept the published result as final and legally binding. 

NAME AGE 

(if under 18 ) 

ADDRESS . 


MY COMPUTER IS 

— — — — — - PLEASE CUT NEATLY AROUND THIS LINE — — — — — — 
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PICK OF THE MONTH 




IS THIS A KEYBOARD 
THAT I SEE BEFORE ME? 

FIN FAHEY finds Oxford Digital Enterprises' MacBeth 


bites him in his '0' level sore spot. 


«9 a 

DOf" 


tWv 




A MIDSUMMER SPRITE’S 
DREAM 

or MUCH ADO ABOUT 
ZERO 

Scene 1: You are in a forest. 
EXITS: South 

You can see: Lots of birds, green 
things and stuff. 

Enter Puck and Macbeth. 
PUCK: Good my lord, what 
makes this weary countenance? 
For thy frame downcast is, as tho’ 
by leaden harness burdened. 

MACBETH: Thou knows’t my 
repute. For each day a thousand 
players strut the boards in most 
faithful enactment of my bloody 
deeds. Would that the tale were 
told by an idiot! Yet ’tis most 
keenly related and the sweaty mob 
to loudly clamour for attendance. 
Yet this besets me not, but from 
learned Oxford issues news of 
further calumny. 

PUCK: Aye, ’tis said aboard. Is’t 
not a game of which thou speak- 
est, and yet one conjured with 
devices so skilful that, from a 


vantage of ease and homely 
comfort, the smug player may let 
hap events the like of which 
Scotland’s turf was ne’er privy to? 

MACBETH: "A long sentence, 
but thous speaks’t sooth. The very 
judgement of time itself now in 
every common home goes not 
unchallenged. ’Tis unseemly, and 
besides nought is there in it for 


PUCK: Methinks from thy loss of 
royalty, yet others do gain 
royalties. 

(Enter a drained and weary 
Programmer.) 

PROGRAMMER: Haste, haste! 
Lest life’s thread doth snap 
untimely! To Oxford fly! For the 
years’ nocturnal hackings let just 
remuneration be made! 

(Exeunt, absent-mindedly drop¬ 
ping a floppy disc) 

MACBETH: Now doth fortune 


favour the fittest! See, flighty 
Puck, this slight wafer, of lodes- 
tone clad, doth hold an account 
most interactive of thy own 
adventurings. 

PUCK: What favour dost ascribe 
to this? Meseems ’tis a chance 
most dolorous. 

MACBETH: Why, thy wits are 
addled. See thou not that Albion’s 
folk do grasp eagerly at a enter¬ 
tainment. To market shall I haste! 

PUCK: ’Tis piracy! Fifty-fifty? 

MACBETH: ’Tis thy play, and 
charity doth become a king. 
Thirty parts in every hundred 
shall be thine. 

PUCK: (sulkily) With condition 
the marketing shall be thy 
domain! 

MACBETH: Tis done 
(They shake hands) 


Macbeth goes to pick up disc. 

DISEMBODIED VOICE: You 

can’t carry any more! 

MACBETH: We are undone! 
Quoth the witches, bubble 
bubble, toil and trouble. Recalled 
well is it for mine is a bubble 
memory! Aye ’tis e’en so! Lay on, 
’tis duff! 

(Runs on sword. Dies) 

PUCK: Oimpulsive prince! Thou 
shouldst have dropped thy blade, 
space to make, not employed it 
thus. All profit to Puck falls. ’Tis 
an ill wind! 

(Picks up disc and goes to exit 
South) 

DISEMBODIED VOICE: You 

can’t go that way! 

(Puck sits down on a toadstool 
and weeps.) 

End of Scene 






ACBETH 

CBM 64 

As far as I know/this is the first 
adventure crack at the immortal 
bard, and a very hefty one itistoo. 
Macbeth consists of four separ¬ 
ate adventure segments, each of 
which is the size of many single 
packages I've seen. And that's 
not all. Each adventure is 
followed by a psychoanalysis 
session in which cranky old 
Sigmund F. is resurrected to help 
the player gain insight into the 
characters' motives. 

As you might gather from this, 
the intention is definitely educa¬ 
tional. Creative Sparks, who 
market Macbeth, supply a 169 
page accompanying book 
containing the play itself, notes 
on the characters and the 
actions, and a run-down on the 
ODE team itself. This latter is 
impressive. 

At thispointyou'rethinking, oh 
no, worthy but boring, seen it 
before. But no! For one thing the 
original source material really 
couldn't be better suited to an 
adventure game, for another 
ODE have managed to inject a 
fair amount of humour into the 
proceedings, although they do 


seem to have a dubious obses¬ 
sion with privies. 

Each game depicts one of the 
dramatic moments in the play. 
The first sees Macbeth as a 
goodie — you have to save 
Scotland from rebels and Norwe¬ 
gian invaders. In the next, you 
become Lady Macbeth. Tricky 
this one, you have to get the 
castle ready to entertain King 
Duncan, lull him into a false 
sense of security, and then 
persuade Macbeth to see the 
poor guy off without getting 
caught, literally, red-handed. 

After, this the scene moves to 
the witches. The ingredients for 
their port, many of which I 
remember as being quite 
unwholesome (liver of basphem- 
ing Jew?) have to be gathered. 
Finally we finish up in Dunsinane 
castle with the enemy at the 
gates fetchingly disguised as 
shrubbery. You have to resist the 
siege and butcher MacDuff 
before he performs the same 
service for you. 

Very little of this action is actu¬ 
ally in the play. For example, the 
initial battle scenes are toid 
second-hand by a wounded 
sergeant in the original. As a 

15 s 


result it tends to fill out the gaps 
in the same way as the epic 
Polanski film version. 

The analysis programs are very 
much linked to the academic side 
of things, but I found them enter¬ 
taining. They're not your Eliza 
free-form conversations though, 
but multiple-choice sessions 
which get pretty cross if you stray 
from the point. 

Given the naffness of adven¬ 
ture software in general, 
Macbeth is surely a step in the 
right direction. I really don't mind 
being educated by a program, as 
long as I don't notice it happen¬ 
ing, and that's what this does. 
But what's the next step? The 
prospect of Hamlet, my personal 
favourite is mouth-watering. In 
the mean time, this should keep 
me up for a few more nights. — 
F.F. 


From: CREATIVE SPARKS 
Format: cassette 
Price: & 14.95 
Graphics: KK 
Playability: KKK 
Addictiveness: KKK 

























Last month each Software Club Member took a share of 
£100,000 worth of discounts on the very latest top quality 
programs and accessories... — 

ARE YOU STILL BUYING • 
YOURSOFTWARE I 
THE HARD WAY? f 

COMMODORE 64 • SPECTRUM 48K BBC B • VIC 20 • Off/C • ZX81 • DRAGON 32 • ELECTRON • AMSTRAD W, 


CHOOSE ANY THREE FOR HALF PRICE 


SPECTRUM 


It’s 


★ A huge continually updated choice of the finest and latest games available, plus 
educational and business programs — in many cases before they reach the shops! 

★ The backing of our Price Promise so you can buy with absolute confidence knowing 
that you’re getting the most from every penny you spend and the best with every pound 
you save. 

★ The Club’s free colour magazine showing our vast choice of programs and exclusive 
offers on accessories all at hu ge cash savin gs — like a superb computer Work Station 
for just £19.95 (£15 less than everyone else is currently paying), like top quality home 
computer maintenance kits at half price ! The list goes on in a magazine that comes not 
once in a while, not every couple of months but every month , so you’re always right at 
the centre of the action. 

★ Programs for nine types of home computer—not just two or three — all guaranteed 
direct to you from the original manufacturers. 

★ Free Software Club Vouchers every month if you’re quick on your feet! 

★ A telephone order hotline for ultra fast despatch and a Customer Service hotline to 
serve you better. 

★ The knowledge that you’ll be with the Club that started it all. There’s only one 
Software Club, it’s the most popular in the U.K. because it’s the best — always in touch, 
lively and fun, that’s The Software Club. The best value you can get — bar none . 


WHO ELSE GIVES YOU ALL THIS? 
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any three games for half price 


(plus p&p) 


& RITr.lt <k 


CHUCKIE EGG 




SNOOKER 




K^HCHTIB 


THEN GO ON TO MAKE HUGE SAVINGS ON AROUND 400 OTHER TOP TITLES EACH MONTH 


I fei* 


g | •ill 


f?T| 


1 Oitnpun 

1 Droid d 

‘ m a j 


PRCJIEOT 

VOLCANO 

mBm " 

PSS 


Blade. Tilley 


COMMODORE 64 


VIC 20 
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ELECTRON 


INTRODUCTORY DISCOUNT COUPON 


To: THE SOFTWARE CLUB, PO BOX 180, ST. ALBANS, 
HERTS AL3 5BD 

Please accept my application, enrol me as a member of The 
Software Club and send me the introductory tapes whose num¬ 
bers I have written in the boxes below, for which you shall charge 
me in due course, should I decide to keep the software (plus a 
total of £1.25 for postage and packing), if I am not completely 
satisfied, however, I may return the tapes intact within ten days, 
my membership will be cancelled and I will owe nothing. As a 
member, I need not take a tape every month, if I want no 
tape at all, I can say so on the card provided. I will, however, 
choose at least six tapes in the first year. I am over 18 years of 
age. (This application must be from your parent or guardian if 
you are under 18 years of age). 

My 3 selections are (item code) 


Machine 
Mr/Mrs/Miss/~ 

Address 

Signature 


Memory size 
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COMMODORE 

ATARI 

AMSTRAD 

MEMOTECH 

BBC (TO ORDER) 


WE ARCADE 


Pinfold Lane Industrial Estate, Bridlington, N. Humberside 

Tel: 0262-602541 

i Telex: 527381 EMAX G i 


WITH INTERFACES 
BBC ELECTRON 
SPECTRUM 
T199/4A COLECO 


ACCESS ACCEPTED 
MAILORDER: 

ADD £1.95 p&p 


CONTACT US OR NEAREST COMPUTER STORE 


COMPETITION-PRO 


PRICE „ 

inc VAT £16.95 


ARCADE 
PROFESSIONAL 


inc VAT £28.95 





/ MMMM... n 
AND WE'QEALSO 



Tim great new games from 

CREATIVE SPARKS 
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Available from 

All good computer software stockists. 
Send me (tick as required) 

□ My local stockist’s address 

□ Your full list of games 

□ -copy/ies of this game 

TNEE 293 at £14.95 each £_ 

4- single P&Psum 

Total to send £ 


Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access or 

□ Barclaycard 


Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GU14 7NF 
Telephone: (0252) 518364. 

Name 


Enter card no. 


Address 


Sign below: 


Credit card sales: UK buyers only. 
Response within 21 days. 


BK 12 84 



: 30p 

£ 

: P 
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Creative Sparks. 296 Farnborough Road. 

Farnborough. Hampshire. GU14 7 NF. 



ATtYE 


FOR COMMODORE: 64 


JAVA 

JI PA* 


BIRD 

MOTHER 

Iff cote 


ATtYE 


FOR COMMODORE: 64 


JAVA 

JI PA* 


QUALITY CONTROj 
FROM CREATIVESPARKS 
0NC64 

For those 
who demand 
excellence 


JAVA JIM 

pppd the xffctn 
tofftlttefeyVW* *>o/e* u* he 
TP r cwifcot re//c *. 
huye fo avoid the lumpj 
of ti xxljhp fifYfJ hefny lontinuully 
^ho^d on Jim from the 

still In thh highly 

|f>(j/ fun game. 
4 tall uranhlf J^f fiftian screen >. 

levels at play, 
fh pc are feature. 
Ippding cassette , 




COUNTDOWN 
TO MELTDOWN 

An amazing graphic 
action adventure game which 
puts you in charge of a team of 
androids trying to reach the core 
of a nuclear reactor before it 
explodes. 

This game has over 2000 rooms to 
be negotiated and every single 
one of them is in 3DU 
Probably the most exciting 
game yet developed for 
the C-64. 
Fast loading cassette. 


BIRD MOTH 

This is a delightfully origir 
game which uses nature as t 
setting for a highly competli 
and challenging game. Gui 
the Bird Mother as she bull 
her nest and raises her your 
finally protecting them fron 
predator hav 
Fast loading casset 
The stunning graphics and mu 
in Bird Mother are not to be miss 

WING COMMANDER 

This is a highly sophisticated 
flight combat simulator which 
puts you in the pilots seat. 
Highly advanced machine code 
programming has ensured you 
feel every stomach lurching dive 
and roll. 

With 17 separate controls to be 
monitored and several ground 
targets to be defended from the 
attacking enemy bombers. This 
game will stretch your skills to 
their limits. 

Fast loading cassette. m 


FOR COMMODORE* 64 


FOR COMMODORE 1 








Available from All good computer software stockists. 
Send me (tick as required) 

□ JAVA JIM TNCE163 (C64) £7.95 

□ COUNTDOWN TO MELTDOWN TNCE273 (C64) £7.95 

□ BIRD M0THERTNCE263 (C64) £7.95 

□ WING C0MMANDERTNCE203 (C64) £7.95 

□ My local stockist’s address 

□ Your full list of games 

Game/s at £7.95 each £ : p 

+ single P&P sum _ : 30p 

Total to send £ : p 


Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access 
or 

Enter card no. □ Barclaycard 


Sign below: 


Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Flampshire, GU14 7NF 
Telephone: (0252) 518364. 


Address 


£ 


Credit card sales: UK buyers only. 
Response within 21 days. 
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To: Front Runner, K-soft distribution, 

620 western Avenue, London W3 OTU 


Tape(s) of Boilerhouse 


Rush me. 


Name 


Address 


Post code. 


Telephone 


l enclose a cheque/PO made payable to 
K-soft distribution for £_ 


(post free) 


Meet the Challenge 


or debit my Access/Visa*_ 

Delete as applicable 

I would like to he ar news of more Front Runner 

releases □ Yes 

Please allow 21 days for delivery. 


BK/01/BH 


Explosive 

Action! 


Feel your temperature rise as you 
battle to control the overheating 
boilers. Your challenge Is to 
fight and defeatthe machinery, 
but the pressure can become 
intolerable! 
, Boilerhouse is an all machine 
code game with keyboard 
or joystick 
• I options. 


£6.95 inc.VAT 

48K Spectrum 










































around talking to each 
other in speech bubbles. 
You can see other features 
for yourself in its 
accompanying screen 
shots . .. 

Late news: at going to 
press time we heard that 
Sinclair Research has 
acquired Bandersnatch as 
a QL game, to be released 
next year after wholesale 
re-writing. This should 
mean that the QL's 128K of 
RAM will make the ROM 
dongle unnecessary... 
watch this space. 


Weatherburn were writing 
Bandersnatch. As Imagine 
was wound up the games 
were shelved and now 
bothr programmers have 
left Imagine. The game 
itself revolves around a 
character called Vol who 
lives on a planet in another 
galaxy. There are no points 
scored in the game, the 
aim being to passthrough 
life (do you get points 
every time you cross the 
road?). There are many 
rooms to pass through, 
with lifts helping you on 
your way. In fact, it is 
Miner2049'er (Manic 
Minerto you) — derived 
except that Vol is very 
large and beautifully 
animated. The various 
stages include levels like 
the Mine Shaft where a 
large worm, about a third 
of the screen in length, 
wriggles along with each 
segment being fully 
animated. 

An example of the 
hoped-for artificial 
intelligence occurs when 
you enter a room. 


WHEN IMAGINE crashed earlier this year, 
they went down fighting .. . for their 
famous Megagames. The only one of these 
to achieve near-completion was/is 
Bandersnatch. Our Man With The Snap- 
brim Fedora previews the game—which 
may yet see the light of day—and unravels 
other great software mysteries of our time. 
You read it here first. . . 

byTONYTAKOUSHI 

W ELCOME to 

what I promise 
will be the 
hottest review 
pages in the games 
industry. Each month I will 
be reviewing all the 
newest and tastiest 
software around — as 
often as I can, before it's 
around! 

This month's reviews 
cover two Spectrum and 
two Commodore 64 
games. For the Spectrum 
there's the famed 
Bandersnatch (originally 
from Imagine) and Moon 
Patrol from Atarisoft with 
Basketball and something 
oh-so-similar to Jetpac on 
the 64 (more of this anon). 

There has been 
tremendous interest in the 
megagames from Imagine, 
only one of which has had 
any appreciable work done 
on it—this being 
Bandersnatch for the 
Spectrum. After ail the 
hype I think you deserve to 
know what the fuss was all 
about... 


The concept of a 
megagame was produced 
by getting all the 
programmers at Imagine 
to list what they thought a 
megagame should have. 
The final report detailed 
the use of much artificial 
intelligence, large well- 
defined graphics and many 
stages of play. The game 
was designed to be 128K 
long and as the Spectrum 
could not handle this much 
code a hardware add-on 
was designed. This was a 
64K ROM designed to slot 
in the back of the 
Spectrum. A company in 
Taiwan called PCI was 
approached to produce 
100,000 ROMs. PCI costed 
these at one million 
pounds, (a sum Imagine 
did not have), so began the 
search for funds. 

All the while John 


TOUCH DAY BALL 


Andrew Spencer caused 
quite a stir when he wrote 
International Soccer for 
the 64—now he's all set to 
repeat his success with 
Basketball. 

This is a superb 
translation for the 


I UPFRONT 
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Characters are standing 




































top Atari games to the 
Spectrum format is, 
however, being continued 
and they will be officially 
released as soon as the 
copyright holders give 
their seal of approval. 

Moon Patrol will shortly 
be released on the 
Spectrum. It is a close copy 
of the arcade version. 
Under your control is a 
moon buggy that must 
cross 26 sectors as it 
battles its way to Moon 
sector Z. There are a 
variety of alien forms 
trying to stop you and you 
can fire straight up at the 
aliens and directly ahead to 
destroy the bombs they 
are dropping on you. 

As you get closer to 
sector Z you must face gun 
turrets on the lunar surface 
firing missiles at you whilst 
negotiating the ever 
increasing craters. 

My initial reaction to this 
game was... 
disappointment—the 
scrolling landscape moved 
rather slowly. But as I got 
into the game this became 
less of a bother. The game 
is challenging, skilful and 
addictive. It will be selling 
for £10.00 from all major 
software distributors. 

Next month? Just 
recently there was the first 
1000-screen game from 
Softek called Quo Vadis. 
Well, the next issue of Big K 
will feature an EXCLUSIVE 
review of the biggest 
arcade adventure EVER 
WRITTEN on a home 
micro. It has over 8000 
locations (to give you an 
idea of the playing size that 
makes it around 9 feet high 
by 3000 feet long), and is 
called CAD-CAM Warrior 


sneaky feeling this game 
Jetpac rip-off could well 
have been produced under 
such a converter. If anyone 
out there knows if this 
emulator exists (or not) 
then do let me 
know . . . small fee for hot 
info . . . 

The original Jetpacfrom 
Ultimate has you 
controlling an astronaut 
who has to assemble a 
rocket and fill it with fuel 
(while picking up jewels, 
gold and diamonds). 
Trying to stop you are 
various alien forms which 
differ as you fly from planet 
to planet refuelling your 
ship. 

This pirate version plays 
somewhat slowerthan the 
Spectrum original and 
there are a couple of other 
differences—these being 
the use of gauges at the 
bottom of the screen to 
show the fuel level of the 
rocket and a fuel gauge for 
the Jetpac worn by the 
astronaut. 

All the attack waves are 
graphically similar (how I 
love those goggle eyed 
fluff-balls on level two!) 
and if an alien touches you 
one of your five lives is lost. 

The mystery remains, 
however. 


reached free shots are 
given againstthe 
offending team's basket. 

A nice touch is that when 
a basket is scored the 
crowd go into a frenzy and 
applaud loudly . . . overall 
my verdict is: Excellent. 


Xommodore 64, featuring 
all the facets of real 
basketball and still 
managing to be very 
playable and addictive in 
its home micro format. The 
game starts with a choice 
of team colours and 
difficulty level of play. The 
players troop out on to the 
court and a tip off gets play 
underway. 

There are 200 seconds to 
each half, with the 
scoreboard showing 
scores of home and away 
teams, and a 30 second 
time limit allowed for each 
team to attack its 
opponent's basket. 

The players are well 
animated. They can also 
leap intotheairto block or 
shoot the ball. If the ball 
goes out of bounds a 
throw-in is awarded and 
when five team fouls are 


MYSTERY JETPAC 


The other CBM 64 game to 
fall into my sweaty palms 
this month looks for all the 
world to be Jetpac —the 
bad news being that Tim 
Stamper (MD of Ultimate) 
assures me that his 
company has not, repeat 
not, written Jefpacfor the 
64. 

All the same I've been 
playing the game and it 
really does look like a 
direct 64 conversion from 
the Spectrum 
format. . . all of which set 
me thinking. Nottoo long 
ago there was an emulator 
program being written by a 
top programmer (no 
names, no pack drill), that 
would supposedly convert 
Spectrum games to the 
Commodore 64.1 have a 


MOONING AROUND 


WITH the take-over of Atari 
by Jack Tramiel various 
projects were immediately 
shelved. The conversion of 



ECOME LONE 
WOLE.. 


... sole survivor of a devastating attack on the 
monastery of Kai. 

A great cloud of black winged beasts 

has swept down and engu Ifed ^||^the monastery. 

All the Kai Lords, whose secret ^^skills you were 
learning, have been killed. 

Raising your face to the sky, you 
swear revenge on the Darklords of the 
West. But first, you must warn the King 
of the i nvasion, retrieve Som merswerd 
and then use it to beat off the attackers. There 
are now two exciting LONE WOLF adventure games. 
Each one requires you to assume the mantle of Lone 
Wolf, make all his decisions for him, and actually 
fight his combats move by move. You really are 
Lone Wolf. 



The lessons of combat 

AND ENDURANCE 

When you were training with the Kai Lords, 
you acquired many secret skills and disciplines. Now, 
you may need to use them. You may need to improve 
some, and disregard others. 


"Combat Ski I Is” may be needed to defeat the 
enemies you encounter on your way to reaching the 
beleaguered King, and whilst savingyour country. 
You will need “Endurance" to survive. Each decision 
you make can alter the cours£of yourjdventure. So 
choose wisely, foryou will 
often be totally surprised by 
the effect your^ 
choice may 
have on 
yoursurvival. 



IhE SURVimL DISCIPLINES 

Over the centuries, the Kai Lords had mastered 
the skills of the warrior. As you proceed through your 


adventure you may find that you are becoming more 
and more proficient. If you, too, have mastered these 
skills they may save your life! 



You can learn howto hide undetected amongst 
rocks and trees of the countryside. In a city, you can 
look and sound like a native which may help you to 
find shelter. 


Learn how to communicate with animals and 
move objects by sheer concentration alone. 

You can develop a “Sixth Sense” that warns you 
of imminent danger. It may also reveal the true nature 
of a stranger. 

"Tracking" may help you choose the right path 
and deci pher pri nts or tracks of creatu res i n the wi Id. 


























Thedisciplineof 
"Healing" can restore 
/our “Endurance” after 
being wounded in 
combat. 

The “combat" 

SKILLS 

When you entered 
the Kai monastery you 
were taught to fight with daggers, spears, 
warhammers, axes and swords. 

The evil Darklords, though, have the ability to 
attack using "Mindforce”. LoneWolfcan learn the 
discipline of “Mindshield" and also"Mindblast”, the 
old Kai Lord's ability to fight using the forces ofthe 
mind alone. You, Lone Wolf, control the combat, you 
decide whether to fight or not, and you alone can 
manipulate the moves. 

The equipment to survive 

You set out with just an axe, a leather pouch of 
gold crowns and a map ofSommerlund which you 



The lone wolf adventures 

The creators of LONE WOLF are Joe Deverand 
Gary Chalk. In 1982, Joe won the Advanced 
"Dungeonsand Dragons” Championship in America. 

Gary has had 17 years 
experience ofwar 
games, and is the 
originator of the highly 
successful “Cry Havoc" 
and "Starship Captain”. 



Together they have created twojjnique adventures 
combiningthe skills^ 
of mental and 
physical dexterity. 

And there are more to comei" 

The presentation is visually 
exciting, and involves you 
totally in every action and 
reaction. 

Discover the LONE WOLF adventures "Flight 
From the Dark" and “Fire on the Water”. Now, available 
individually in a special gift box, including a cassette and 
illustrated book for £8.95. (Software only £6.95 each.) 




have discovered amongst the smoking ruins of the 
monastery. \ „ 

You are about 
to begin the most 
incredible adventure 
ofyour life. 
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MONASTERY 

ft Unorom 


We challenge you to defeat the 

DARKLORDS IN THE LASTLANDS 

LONNWOLF 

Available from leading software stores. 

Dealer enquiries to Nick Ford, Arrow Publications, 

17-21 Conway Street, London W1P6JD. Tel: 01-387 2811 
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CodeWriter, 

Limited 


THIS REMARKABLE PRODUCT will revolutionise programming on 
the Commodore 64 and 48K Spectrum. By using the simple plain 
English commands you can now write and publish your own games 
to compete with the professionals. Powerful yet easy to use SCOPE - 
will benefit beginner and competent programmer. You will handle 
all aspects of Graphics, Sprites, Colour, Sound, Music* & Animation. 
All in original super-fast machine code. Demand Scope from your 
dealer today. Tell him it's available through Terry Blood, P.C.S,, 
CentreSoft or Tiger. Or fill in the coupon and post it to: 

CodeWriter Ltd., CodeWriter House, PO Box 33, 

Basingstoke RG24 OUG. *Music not available with Spectrum 


X* Comprehensive Instruction Manual *Tape Demo 
Routines * Free Membership of CodeWriter Author's Club 
* Programmer's Hot-Line Phone. 


' \° SCBK1 


Available from selected branches of Boots, 
W H Smith and John Menzies. / 

















I 



Acornsoft announce tidings of great joy 
for both BBC Micro and Electron owners: eight 
brand new programs for Christmas. 

Each one makes an ideal stocking filler. 

They’re all available at your local 
Acornsoft stockist. For the address or to order 
by credit card simply ring 0933 79300. 


Or you can send off for our catalogue by 
writing to Acornsoft, c/o Vector Marketing. 
London Road, Wellingborough, Northants 


NN8 2RL. 


Alternatively, however, you could always tab 
a chance and dropa line^^^Q|L| 
to Father Christmas. /Iwwllliw^pr 


Software for the BBC Miero and Electn 
























9.00 Firebu g 

A fast moving arcade-type game in which you are a fireman, trying to rescue some oil 
drums and take them to the safety of a water tank Your opponent is the firebug who 
runs around lighting fires which move slowly towards the drums and fire extinguishers, 
destroying them if contact is made. 

1 10.00 Maze 

j A gripping graphics game where you enter a top secret installation with the aim of steal- 
1 ing secrets from a rival company. The security system, however, has many levels each 
consisting of a maze of corridors patrolled by armed robot guards. Complete with full 
colour 3-D graphics, sound effects and a high score table. 

1 12.00 Elite 

A superb 3-dimensional graphics game that’s light years ahead of any other. You are 
a space trader who roams the universe, making your living from buying and selling cargo 
in your Cobra space craft On your travels, you will encounter aggressors who are eager 
to put an end to your dealings. Be warned, only the fittest will survive. 

1.00 Crazy Tracer 

A crazy adventure in which you guide a paint roller round the edge of a maze of 
rectangles, while avoiding the monsters which are trying to stop you by crushing the 
roller. Beware - as the game progresses, so the number of monsters chasing you 
will increase. 

3.00 Go 

‘Go’ is a board game for two players which originated in China 3000 years ago and is now 
more popular than Chess in the Far East It requires strategic insight, intuition and a 
strong, calculating mind. If you wish, you can also challenge the computer at differing 
degrees of difficulty. A velly good game indeed. 

4.00 Watch Your Weig ht 

At last, a weight-loss program designed especially for you. With it your computer 
becomes an expert wholly conversant with and sympathetic to your needs, and will 
help you choose an appropriate and individual weight-loss plan. The program also 
includes a calorie counter and a series of apposite menu suggestions to help stimulate 
your imagination when you just can’t think what to eat 

5.00 The Complete Cocktail Maker 

e by With everything from a Black Russian to a Betsy Ross, this program contains data 
rketing, sufficient to concoct a staggering 320 different cocktails. 

' rthant& 6.00 Paul Daniels Ma g ic Show 

wavs takJ Stun and amaze your friends with your astounding feats of magic. This program contains 
ten tricks to be performed by or with your BBC Micro/Electron. Hurry though - it’s 
HfI I bound to disappear fast 

oand Electro® ^ A 



















Strike Control 

TWO PRECISION JOYSTICKS 



vnpatible with 

£ 355-2 


■ Short, slimline joystick 
with thumbcup for 
sensitive fingertip 
control. 

■ Easy and comfortable to 
hold. 

■ Rubber feet for ta ble-top 
use. 


■ Set of 2 precision joystick 
controllers. 

■ Full analogue control with 
2 potentiometers. 

■ Self centering. 

■ 2 responsive fire buttons 
positioned for maximum 
ease and comfort. 



Strike Control is 

available from most Spectrum and good computer shops. 

consumer electronics limited 


*Trade marks and/or trade names 
of companies concerned. 


Failsworth, Manchester M35 OHS 
Telephone: 061-682 2339 
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ATARI XL 


EVERYTHING YOU WANT FROM A HOME COMPUTER 

1. ATARI 64K 800XL - £169: The Atari 800XL has many facilities and includes such advanced specifications that you will be amazed by its 
performance. At the new retail price of only £169 for a full specification 64K computer with a proper full stroke keyboard, we believe that 
the 800X1 cannot be beaten. Just look at the following specifications:- 

COLOUR CAPABILITIES: 16 colours and 16 intensities giving 256 different colours (all of the 256 colours can be displayed at the same time). 

OPERATING SYSTEM: 24K ROM including Atari Basic programming language and a self diagnostic test program. 

KEYBOARD: Full stroke design with 62 keys including help key and 4 special function keys, international character set and 29 graphics keys. 

SOUND: 4 independent sound synthesisers each capable of producing music across a 3'/ 2 octave range or a wide variety of special sound effects. (Additional 
programming can achieve an octave range of up to nine octaves!) 

DISPLAY: 11 graphic modes and 5 text modes. Up to 320*192 resolution. Maximum text display 24 lines by 40 columns. 

SPECIAL ATARI INTEGRATED CIRCUITS: GTIA for graphics display. Pokey for sound and controller ports Antic for screen control and I/O (Input/Output). 
CPU: 6502C microprocessor - 0.50 microsecond cycle and a clock speed of 1.79 MHz. 

EXTENDED GRAPHICS FUNCTIONS: High resolution graphics. Multi-coloured character set. Software screen switching. Multiple redifined character sets. 
Player missile (sprite) graphics. Fine screen scrolling. Changeable colour registers. Smooth character movement. Simple colour animation facilities. 
PROGRAMMING FEATURES: Built in Atari Basic programming language supporting peek, poke and USR plus at least 8 other languages available. The help 
key will provide additional information and menu screens with certain software. Full on-screen editing is available as well as syntax checking on entry. 
INPUT/OUTPUT: External processor bus for expansion with memory and peripherals. Composite video monitor output. Peripheral port for direct connection 
to Atari standard peripherals. Software cartridge slot is included as well as 2 joystick controller ports. 

SOFTWARE: Over 1,500 items of software are available including self teaching programs with unique voice over. The range of programs includes Education, 
Home Management & Programming aids. There is also APX (Atari Program Exchange) and of course Atari’s famous entertainment software now at only 
£9.95. In addition there is a host of support and help available from specialist Atari magazines like Antic and Analog and from over 75 Atari books/manuals. 

2. ATARI 800 48K COMPUTER - £69: We have a limited number of the Mkl model 800 computer with 48K. The price is £69 (as a games 
machine) or £99 with the Basic Programmer Kit (Basic cartridge & 2 manuals). Both come with a full 12 months guarantee. 

3. ATARI 1010 PROGRAM RECORDER - £34: For low cost storage and retrieval capability. Data transmission 600 baud. Storage capability 
100K bytes on a sixty minute cassette. Track configuration four track, two channels (digital and audio). Auto record/playback/pause 
control/unique soundthrough facility. Also included is built in accidental erasure prevention and automatic shutoff after each program as 
well as a 3 digit tape counter. 

4. ATARI 1050 DUAL DENSITY DISK DRIVE - £199: 5%" disks holding 127K randomly accessible bytes provide both expansion and 
flexibility for your 400/800 or XL system with new ‘helpful’ DOS 3. All customers who purchase a Disk Drive from Silica Shop will be 
automatically given a FREE set of 100 programs on 3 Disks recorded on both sides. 

5. ATARI 1020 COLOUR PRINTER - £99: Printer and Plotter with four colour graphic print capability. 40 column width printing at 10 
characters per second. Can print 5, 10 and 20 characters per inch. 64 character sizes. Prints text in 4 directions. Choice of line types. 

6. ATAR11027 LETTER QUALITY PRINTER - £249: For word processing letters in professional type. Print speed of 20 chars per second. 

7. ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus, 
j 8. ATARI TRAK BALL CONTROLLER - £19.95: Enables cursor movement in any direction and adds arcade realism to your games. 

.9. ATARI SUPER CONTROLLER - £9.95: The ultimate joystick with double fire button to give you a greater competitive edge in your games. 


SILICA SHOP ARE THE Nol ATARI SPECIALIST 

Silica Shop are now firmly established as the No 1 Atari retail/mail order and wholesale specialist in the U.K. We already offer our service to 
i over 120,000 customers, 10,000 of whom have purchased Atari Home Computers. Because we specialise (and with a turnover of £1.5 
million), we are able to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service to you. Complete the 
coupon below and we will send you our Atari pack with price list and colour catalogue: 

EXTENDED TWO YEAR GUARANTEE: We are an Atari Service Centre, able to service and repair Atari equipment and have added a 12 month guarantee to the 
year offered by Atari, giving you a full 2 year guarantee on your computer if you buy it from us. 

SPECIALIST SUPPORT: Our technical staff are always available on the telephone to help and advise you. We endeavour to hold stocks of every Atari 
compatible item available in the U.K and we stock over 75 Atari books and manuals. 

AFTER SALES SERVICE: Your name will automatically be added to our mailing list and you will receive price lists, newsletters and details of new releases and 
developments as well as special offers which are exclusive to Silica Atari Computer Owners. 

LOW PRICES: Our prices are extremely competitive and we will normally match any lower price offered by our competitors. 

FREE COMPUTER OWNERS CLUB: This is open to all Atari computer owners irrespective of where you purchased your equipment. Membership is FREE and 
entitles you to receive bulletins giving details of new releases and developments. Send now for your FREE information pack, price list & colour catalogue. 
PAYMENT: We accept cash, cheques, postal orders and all Credit Cards. We also offer credit facilities over 1,2 or 3 years, please write for a written quotation. 

NEXT DAY DELIVERY - FREE: All goods despatched from Silica Shop are normally sent by first class post or parcel post FREE OF CHARGE. As a special 
introductory offer for a limited period only we will be sending all Computers and Disk Drives by a next day delivery service at our expense. 

^So fill in the coupon below with a literature enquiry or order and begin to experience a specialist Atari service that is second to none. 


£34 


1020 4 COLOUR PRINTER 


£99 


LETTER QUALITY 




SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 


TRAK BALL 


£19.95 


To: SILICA SHOP LTD, Dept BIG K 1284,1-4 The Mews, Hatherley Road, 
Sidcup, Kent DA14 4DX Telephone: 01-309 1111 


LITERATURE REQUEST: 


G Please send me your FREE colour brochures and 16 page price list on Atari Computers. 

□ I own a . Videogame d I own a . Computer 


Mr/Mrs/Ms: 

Address: 


Initials: 


Surname. 


ORDER REQUEST: 

Please send me: 

□ 800XL 64K Computer . 

□ 800 48K Computer . 

□ 1010 Program Recorder . 

□ 1050 127K Disk Drive . 



□ 

1020 4 Colour Printer . 

.£99 

£169 

□ 

Letter Quality Printer . 

. £249 

. £99 

□ 

Touch Tablet + Cartridge . 

.£49 

. £34 

□ 

Trak Ball 

. £19.95 

£199 

□ 

Super Controller . 

. £9.95 


□ I enclose Cheque/P.O. payable to Silica Shop Limited for the following amount £. 

□ CREDIT CARD - Please debit my Access/Barclaycard/Visa/American Express/Diners Club 

Card Number . 
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RECOGNITION 

Because Touchmaster is a 
touch sensitive surface which effectively 
bypasses the keyboard, it has none of 
the keyboard’s complications, typins skill 
requirements or potential errors. 

To operate Touchmaster, you 
simply slide an overlay onto its surface, 
load the matchins Touchware into your 
computer and touch the overlay. 

For repeatability and resolution, 
no other ostensibly comparable pads can 
touch Touchmaster 

In fact, Touchmaster's unique 
technology makes it state of the art when 
it comes to such pads. 

Other pads might fairly 
be described as peripherals. Touchmaster 
goes a lot further: it respecifies the home 
computer. 



Now anyone can master the home computer 

TOUCHmfUTER 

For full details, contact Touchmaster Limited, 

PO Box 3, Port Talbot, West Glamorgan SA13 1WH, 
or phone Teledata (01) 200 0200 




IT TRANSFORMS THE HOME COMPUTER 

OUT OF ALL 
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48k SP1CTRUM £7.95 
C0MMd|ffi&64£9.9 


A new concept - all graphics, 3D, and 360° scrolling 


Sports simulations 
- that leave = 
the rest Y | 
standing 


to atnetch the mini 


to atnetch the mini 


Cassette & map/chart £9.95 
48k SPECTRUM COMMODORE 64 
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Rush me. 


BK/01/IT 


Opportunity 


This is your big chance - 
the top programmer's job. 
All you have to do is be at 
the right place at the right 
time. 

But don't be deceived, the 
. compet i turn is tough out 
there! \ 

Due to the complexity of 
its outstanding graphics 
and challenging game 
play, interview is a multi¬ 
load game using the 
Novaload fast load system 
on tape. 

Don't wait for the rush, 
interview is available now 
from your favourite 
software retailer or direct 
from us. 

Tape £7.95 

Disk £9 1 954neTVAT. 

Commodore 64 

































minim joysticks 


mmi 


The Cheetah Remote Action Transmitter is the most 
sophisticated computer controller available. 

It has these features: 

M Infra Red transmission - so there are no leads trailing 
across the living room. Just sit back in your chair up to 
30 feet from your machine. 

Ml Touch control - no moving parts, extremely fast, long life. 
M No extra software required. 

B Can be used with all Cheetah RAT/Kempston compatible 
software. 

M Fits comfortably in your hand for long play periods. 

M Comes complete with receiver/interface unit which simply 
plugs into the rear of your Spectrum. 

B Compatible with all Sinclair/Cheetah peripherals via the 
rear edge connector. 

Simply incredible at £29.95 including VAT and p&p. 

Dealer enquiries welcome. Export orders at no extra cost. 


Send cheque/p.o now to: 

Cheetah Marketing Ltd. (Dept. ZX), 24 Ray Street, London EC1R 3DJ. phone 01-833 4909 

Cheetah products are also available from branches of 
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Discount 

Computer 

Software 


Registered No. 1795113 
Telephone: (0256)51444 
16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 


AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 


Title 

SPECTRUM 

FOOTBALL MANAGER 
JUNGLE FEVER 
KONG 

MOON BUGGY 
SLAP DAB 

GALACTIC ABDUCTOR 
GALAXIANS 
MONKEY BIZNESS 
BIRDS & BEES 
PSYTRON 
POOL 

STAGECOACH 
BLACK KAWK 
DELTA WING 
TEST MATCH 
DERBY DAY 
HANDICAP GOLF 
THE WARLOCKS TREASURE 
OLYMPICS 
GRAND NATIONAL 
GLUG GLUG 
WAR OF THE WORLDS 
TERRAHAWKS 
L.S.D. 

TRITZ 

FIGHTER PILOT 
NIGHT GUNNER 
SEA HARRIER ATTACK 
JUNGLE TROUBLE 
SCUBA DIVE 
MONTY MOLE 
NIGHTFLIGHT II 
3D SPACE WARS 
HEATHROW 
3D LUNATTACK 
AVALON 

THE ALCHEMIST 
FINAL MISSION 
STOP THE EXPRESS 
VALHALLA 
PARAS 
RED COATS 
MUGSY 
THE HOBBITT 
ABERSOFT FOURTH 
HAMPSTEAD 
SHERLOCK 
BRAXX BLUFF 
KENTILLA 
FULL THROTTLE 
CODENAME MAT 
HAUNTED HEDGES 
TUTANKHAMUN 
PENGY 
LASERWARP 
AMERICAN FOOTBALL 
TRASHMAN 
MR WIMPY 
HUNCHBACK 
ESKIMO EDDIE 
CHINESE JUGGLER 
DALEY THOMPSON’S DECATHLON OCEAN 
PAINTBOX 
SCREEN MACHINE 
SCRABBLE 
FLIGHT SIMULATION 
MATCH POINT 
BATTLEZONE 
3D ANT ATTACK 
THE SNOWMAN 
INFERNO 
MANIC MINER 
JET SET WILLY 
JACK & THE BEANSTALK 
ATIC ATTACK 
SNOOKER 
BLUE THUNDER 



RRP 

Our Pr 

Supplier 

Inc. VAT 

Inc. Vfl 

ADDICTIVE 

6.95 

6.00 

A&F 

6.90 

6.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ARTIC 

4.95 

4.00 

ARTIC 

6.95 

6.00 

ARTIC 

6.95 

6.00 

BEYOND 

7.95 

7.00 

C.D.S. 

5.95 

5.00 

CREATIVE SPARKS 

6.95 

6.00 

CREATIVE SPARKS 

6.95 

6.00 

CREATIVE SPARKS 

6.95 

6.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

DIGITAL 

7.95 

7.00 

DIGITAL 

6.95 

6.00 

DURREL 

5.95 

5.00 

DURREL 

5.95 

5.00 

DURREL 

5.95 

5.00 

GREMLIN GRAPHICS 

7.95 

7.00 

HEWSON 

7.95 

7.00 

HEWSON 

5.95 

5.00 

HEWSON 

7.95 

7.00 

HEWSON 

7.95 

7.00 

HEWSON 

7.95 

7.00 

IMAGINE 

5.50 

5.00 

INCENTIVE 

5.95 

5.00 

HUDSON 

7.95 

7.00 

LEGEND 

14.95 

13.00 

LOTHLORIAN 

5.95 

5.00 

LOTHLORIAN 

5.95 

5.00 

MELBOURNE HOUSE 

6,95 

6.00 

MELBOURNE HOUSE 

14.95 

12.00 

MELBOURNE HOUSE 

14.95 

13.00 

MELBOURNE HJOUSE 

9.95 

9.00 

MELBOURNE HOUSE 

14.95 

14.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMANIA 

5.95 

5.00 

MICROMANIA 

5.95 

5.00 

MICRO-GEN 

6.95 

6.00 

MIND GAMES 

9.99 

9.00 

NEW GENERATION 

5.95 

5.00 

OCEAN 

5.90 

5.00 

OCEAN 

6.90 

6.00 

OCEAN 

5.90 

5.00 

OCEAN 

6.90 

6.00 

J OCEAN 

6.90 

6.00 

PRINT’N’PLOTTER 

8.25 

8.00 

PRINT’N’PLOTTER 

8.25 

8.00 

PSION 

15.99 

14.00 

PSION 

7.95 

7.00 

PSION 

7.95 

7.00 

QUICKSILVA 

7.95 

7.00 

QUICKSILVA 

6.95 

6.00 

QUICKSILVA 

6.95 

6.00 

RICHARD SHEPHERD 

6.50 

6.00 

SOFTWARE PROJECTS 

5.95 

5.00 

SOFTWARE PROJECTS 

5.95 

5.00 

THOR 

5.95 

5.00 

ULTIMATE 

5.50 

5.00 

VISIONS 

8.95 

8.00 

R. WILCOX 

5.50 

5.00 


RRP 


Title 

Supplier 

Inc. VAT 

Inc. V) 

COMMODORE 64 

GUMSHOE 

A&F 

7.95 

7.00 

BEAMRIDER 

ACTIVISION 

7.95 

7.00 

DECATHLON 

ACTIVISION 

9.99 

9.00 

H.E.R.O. 

ACTIVISION 

9.99 

9.00 

PITFALL 

ACTIVISION 

9.99 

9.00 

PITFALL II 

ACTIVISION 

9.99 

9.00 

ZENJI 

ACTIVISION 

9.99 

9.00 

BEACH HEAD 

ACESS 

9.95 

9.00 

FOOTBALL MANAGER 

ADDICTIVE 

7.95 

7.00 

ROCKET ROGER 

ALLIGATA 

7.95 

7.00 

CHARTBUSTER 

ALLIGATA 

9.95 

9.00 

GAS KIT 64 

ANIROG 

14.95 

14.00 

P.C. FUZZ 

ANIROG 

7.95 

7.00 

KONG 64 

ANIROG 

7.95 

7.00 

SKRAMBLE 64 

ANIROG 

7.95 

7.00 

3D TIME TREK 

ANIROG 

5.95 

5.00 

FLIGHT PATH 737 

ANIROG 

7.95 

7.00 

CYBOTRON 

ANIROG 

7.95 

7.00 

ICE HUNTER 

ANIROG 

6.95 

6.00 

TWIN KINGDOM VALLEY 

BUG BYTE 

9.50 

9.00 

OMEGA RUN 

BUG BYTE 

7.95 

6.85 

DERBY DAY 

BUG BYTE 

7.95 

7.00 

STAR TRADER 

BUG BYTE 

7.95 

7.00 

WORLD CUP FOOTBALL 

ARTIC 

6.95 

6.00 

STRIP POKER 

U.S. GOLD 

9.95 

9.00 

ANKH 

BEYOND 

8.95 

8.00 

AZTEC 

BEYOND 

8.95 

8.00 

MR. ROBOT 

BEYOND 

8.95 

8.00 

JAVA JIM 

CREATIVE SPARKS 

7.95 

8.00 

CRICKET 

C.R.L. 

7.95 

7.00 

GLUG GLUG 

CREATIVE SPARKS 

7.95 

7.00 

HANDICAP GOLF 

CREATIVE SPARKS 

7.95 

7.00 

HAVOC 

DYNAVISION 

9.95 

9.00 

HARRIER ATTACK 

DURREL 

6.95 

6.00 

SCUBA DIVE 

DURREL 

6.95 

6.00 

KOKOTONI WILF 

ELITE 

7.95 

7.00 

PERCY THE POTTY PIGEON 

GREMLIN GRAPHICS 

7.95 

7.00 

TROLLIE WHALLIE 

INTERCEPTOR 

6.95 

6.00 

BURGER TIME 

INTERCEPTOR 

7.00 

6.00 

CHINA MINER 

INTERCEPTOR 

7.00 

6.00 

ARABIAN NIGHTS 

INTERCEPTOR 

7.00 

6.00 

REV. OF MUTANT CAMELS 

LLAMASOFT 

7.50 

7.00 

HELLGATE 

LLAMASOFT 

5.00 

4.00 

ANCIPITAL 

LLAMASOFT 

7.50 

7.00 

SHEEP IN SPACE 

LLAMASOFT 

7.50 

7.00 

THE HOBBITT 

MELBOURNE HOUSE 

14.95 

12.00 

ZIMSALABIM 

MELBOURNE HOUSE 

14.95 

12.00 

HIGHNOON 

OCEAN 

7.95 

7.00 

HUNCHBACK 

OCEAN 

6.90 

6.00 

STUNTBIKE 

OCEAN 

6.90 

6.00 

ROOMLORD 

PARAMOUNT 

6.95 

6.00 

ANT ATTACK 

QUICKSILVA 

6.99 

6.00 

MAGIC MICRO MISSION 

QUICKSILVA 

7.95 

7.00 

SEE SAW 

QUICKSILVA 

7.95 

7.00 

STRONTIUM DOG 

QUICKSILVA 

7.95 

7.00 

SUMMER GAMES 

QUICKSILVA 

14.95 

14.00 

TRAFFIC 

QUICKSILVA 

7.95 

7.00 

POTTIT 

ROMIK 

6.99 

6.00 

MANIC MINDER 

SOFTWARE PROJECTS 

7.95 

7.00 

ZAXXON 

SYNSOFT 

9.00 

8.00 

ARCHIPELAGO 

TALENT 

7.95 

7.00 

KALAH 

TALENT 

7.95 

7.00 

WEST 

TALENT 

9.95 

9.00 

LAZY JONES 

TERMINAL 

7.95 

7.00 

JACK & THE BEANSTALK 

THOR 

5.95 

5.00 


DISCOUNT HARDWARE INC. V.A.T. 

SPEC48K 119.00 

SPECQL 370.00 

COMMODORE 64 195.95 

VIC 20 STARTER PACK 98.00 

CASSETTE DECK 29.95 

QUICKSHOTTII 995 


f" TO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR 
I THE FOLLOWING PROGRAMS/SPECIAL OFFERS (STATE MACHINE) 

j 1. 

2 . 

I 3. 


I 


4. 

5..,. 

Make cheques payable to Discount Computer Software. 

Cheque No .For £ . 

Please debit my 

Access No.Signed. 


16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 

PLEASE STATE MACHINE 


Name 


Address 


enclosed 


ALL SOFTWARE & JOYSTICKS P & P FREE — HARDWARE £4.00 PER ITEM 


BK2 






























































Yes. Ghostbusters is a computer game, too. 

The game play follows the film with incredible 
accuracy. Even down to the chart-topping music score. 

Your task is to rid the world-and in particular New 
York City-of a cataclysmic plague of ectoplasmic nasties. 

Play it well and we give you a Ghostbusters franchise - 
with your own secret account number. Use this number and 
the money it brings you, to buy the same ghost busting gear 
they had in the film. (Don't worry-we'll give you some 
money to get started.) 

You will have earned it. And you can use it to go to 
undreamed of levels. Don't try to use someone else's 
number, we'll find out. 


From then on, it's you against the ghosts. All the way 
to the Temple of Zuul. 

Where the final battle begins... 

Designed by USA's David "Pitfall II and Decathlon" 
Crane and running on Commodore 64 cassette and disk 
and Spectrum. Coming soon on other systems. 

“MiVisioH, 

Your computer was made for us. 


AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH, JOHN MENZIES, LASKY'S, SPECTRUM, RUMBELOWS, WOOLWORTH 

AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE. 














"UNDERWURLDE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfifP included) Tel: 0530 411485 
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48K SINCLAIR ZX SPECTRUM 


"KNIGHT LORE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(P&P included) Tel: 0530 411485 
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Kong is more than just a 
giant ape. This figure is a 
reference to the Ape-Demon 
Malmazius, mentioned in 
the Dread IMecronomicon. 
This demon seizes mortal 
women and lives on a high 
pinnaclefrom which he 
hurls down fireballs. He can 
also become invisible, 
which is why you don't see 
him in this Kong game. 
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KONG? 


900 PRX NT r T y , „„ 

91G PRINT AT .. i'** & 

EP . 05,10 

III BRIGHT X 0 2iJU8,P: -ET y=y _ 2 

7l| IF flTTR ( y* XJ >67 THEN GO TO 

If? return 


360 INK 7; LET y =q 
j?l® ?° oUB S30 “ GO bnb 
>??» UUJE.R 1 • j N k P &UB 
LET UaO®. | ft -v 

,. f 00 o PRINT RT- 0 -IJ 7 ;“SCARE 

7 ?"liueI WT * T *'■ *** 

-'*2 STEP a- print q? TO live 

NEXT f '-'HINT RT 0,35f/; “£••.. 

4-20 PRINT RT 1 i - »-w- -.. 
core -wll,. High .; hi ghs 

f'30 PRINT RT y,*;-*.. 

3S%g t^g****"'»»$<«•- " 7MES 
bt yM /* 
III fgfSr 'lrf y ? r ^7 ' RS ' -V 

.|00 LET y =y - , INKEY^ “ 1 * /JJiU1Fy 

" 3 g E £ e ° N ®“B*S 50 “ fiND 1 NK EV*>"« 

SS^fSRS* ■■ T.H 


Et’ 


-"«S :C U^S B yfe42 -- T. 

then Ur 5 ytf-utji- t ’ afl - vt,2) ='• •■ 
Kg go T 


Kg go rS'lSg 

1st 

SSI Cir S:J T° s TO 10SB 

610 Print Mt" 1 

620 if 

B |f| SS'ig^nflK 1 ""-" — 

esS SgJf r b BT *-*; ••*•• 

. ®S0 PRINT RT^U TO & 60 

y ' 0 OUER Q- inf ■-. 

690 BEEP 0 -i ^ <= 

nI.?t T °; \sfr%P.-?-- 

|03p print Rr^ 1 G ^To"lile as ~ i; 

?"&*§%-J"? 
5l0 s ££S* * vJ00 T *w* 

lei JF qTT R *y?xf>6e ; THEN T S- l 6 ° 

SEP-.j*.* ™““ TO 

740 Print flf e fl S ^° re+i£) 

; score HT OUER 0 ; ink- 

f'50 PRINT OT , " ^ -* 

78© po TO 49 © y ' X, ‘ OU EP 0 ; " •• 

onei ET xl> =^^+one . let .vli - vM 

fii:: ,\ t=y **-* ^EN go to 

I TO 680 - 4 " i= y RND Xbl= x T HEN GO 

. °pei=-onei i >3 ri=- OR . J bi <1 then let 
|S O S 40 Dnei ybl>y THEN GO ill 

| ne=-one • X tf 3 , 0 u OR xbci THEN let n 
S20 RETURN yi>>y T HEN GO SUB 330 

,;§f ^ - 

gee bright a 

|S?f PBINT BEEP 

°ril®” r ' ,TTB then go t 

I BP . 05?5 W rtT y ~ £ ' x * jump ; ••.£. - . 


370 RETURN 

990 FOR l T-.® l io T HEN 1 0=3 

1000 PRINT o-r TD 1 ° 

UER 0 : ■•§**• T fiT y + t.X tad.; INK 3 . & 

1010 NEXT t 
j .050 RETURN 

t$n £m r ?*g $*** 

i 050 J ^ffl N f x iy , b ' J *** 

i:t : 11: • ^; if b 

ass L £\Uh 

i ? 90 S INK G ?. T g L > * l6VeU0 

1110 g£ s TO 'lM‘ 

T 0 f TO 50 StSp^?= 

ll 40 T pIfS i |"^«|^ OUER” 3 "’ FLflSH 
yo Start" 16/6 ' Press ENTER 

iiM lg K !F 6 F R ’ 13 ™ EN rest 

ill® Foi T ° K g 1310 
jalf 5 |g 0 ‘j|J° PWE F H = c ‘ i « 0 TO T 

+ J / d a t a : NEVT i • met *3 " 

,^ a J? Dflr « S 0 T 4-0 ' l^tli 1 i RETURN 
0 / 4 L 0 ' ' - i& ' 124 -, 166 , 186 , 4 . 

1|30 O.RTR 2 SS f I 29/&6/36y2i £55 ^ 

|? 123 ? 25 § i 29 ' £ 5 5 .. 129 , 255 , 129,25 
I 960 ORI.G 133 , 12 ^, 2 I 0 .. 2 I 0,.^0 . Jj3 

t 113 # 60 T ^ 60 ' 156 ' 155 . 157 , 253,251 
3 .RT 0 DRTR 4 . , ’*^0 -70 ^ _ _ 

4-5 x 3 J 4 -B . 4*3 BP ' ' J f£ * *? B * 3B , -^0 Jl 

1280 DRTR 255 *" 127 ' l r 3 '&? 0 ' 1 B4 - 

5 ; ar • as5 -^.' as; tU: ftsftnuf 

127 ^ 253 ^^ 25 S, 85 ,BS, 127 , 127 , 127 , 

17254-^255 255 f 1 70 , J 70 , 251,251 -25 

l^ 0 7 °^ 0 - BBR ^ r ©: PAPER i.* 
2005 LET d$ = ” ... Tt . =r „ 

NG, ^ .K .0 

j^ 0 l 3 0 EO.R f -OQ "TO *1 c-rcrr 

sigg feii N f*? 5 |'! ro-hf ~ J 

$ NT INK =+RMD* 6 .; AT 10 .. 0 .; e 

ill® FOR P f =¥i’ro !> * 1 'i B g EXT f 
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DRAGON 32/64 

DRAGON TREK 

Excellent version of this classic game 

WIZARD WAR 

Strategy game of magical combat 

VULCAN NOUGHTS & CROSSES 

3-D Tic-tac-toe 

GAMES COMPENDIUM D1 

Six games for all the family 

GOLF 

Almost as good as the real thing! 

GRAND PRIX 

Eight circuits from around the world 

STARJAMMER 

3-D space game 

SALAMANDER GRAPHICS SYSTEM 

Advanced picture drawing system 

SUPER SKILL HANGMAN 

Over 1000 word vocabulary 

NIGHT FLIGHT 

Single engine light aircraft simulator 

GRIDRUNNER 

Classic arcade game 

FRANKLIN'S TOMB 

First of the Dan Diamond Adventures 

LOST IN SPACE 

The Dan Diamond Adventure continues 

FISHY BUSINESS 

Conclusion of the first Dan Diamond Trilogy 

EVEREST 

Strategic simulation 

LASER ZONE 

Awesome shoot 'em up stuff! 

D.R.S. 

Powerful Date Retrieval System 

TURTLE GRAPHICS 

Fun & Educational implementation of LOGO 

THE CRICKLEWOOD INCIDENT 

Truly weird and wonderful adventure 

WINGS OF WAR 

World War Two Adventure , 

RED MEANIES 

Machine code 3-D maze game 


ACORN ELECTRON 

737 FLIGHT SIMULATOR 

Pro essional standard 

ELECTRON GRAPHICS SYSTEM 

Advanced picture drawing system 

GRAPHS 

Five programs up to 'A' level standard 

VECTORS 

Fourteen programs up to 'A' level standard 

, TURBO COMPILER 

^ pgTE T HE HAT | Less than 2K machine code BASIC compiler 


PRICE BBC MODEL B 

DRAGON RIDER 

9.95 Flaming steeds and alien wyrms 

TANKS I 

9.95 Armoured warfare for two 

GAMES COMPENDIUM B1 

7.95 Four games for the kids 

GAMES COMPENDIUM B3 

7.95 Three action games for the kids 

EDG GRAPHICS PACKAGE (tape) 

7.95 Sophisticated picture drawing 

EDG GRAPHICS PACKAGE (disc) 

7.95 Extended version of EDG tape 

ULTILITIES PACKAGE 

7.95 Four essential programming aids 
TURBO COMPILER* 

9.95 Less than 2K machine code BASIC compiler 

737 FLIGHT SIMULATOR* 

7.95 Professional standard 
FRENCH TUTOR** 

7.95 Up to and beyond'O'level 

GRAPHS ** 

7.95 Five programs up to 'A' level standard 

VECTORS ** 

9.95 Fourteen programs up to 'A level standard 

FRANKLIN'S TOMB 

9.95 First of the Dan Diamond Adventures 

LOST IN SPACE 

9.95 The Dan Diamond Adventure continues ... 

FISHY BUSINESS 

7.95 Conclusion of the first Dan Diamond Trilogy 

EAGLE 

7.95 Original machine code arcade game 

* DISC VERSIONS ALSO SUPPLIED 

14,95 * * MAY BE TRANSFERRED TO DISC 


9.95 

ORIC 1/ATMOS 

PRICE 


7.95 

ORIC TREK 

Excellent version of this classic game 

9.95 

iM 

7.95 

GAMES COMPENDIUM 01 

Four exciting games 

7.95 


7.95 

FRANKLIN S TOMB 

First of the Dan Diamond Adventures 

9.95 

u 

PRICE 

LOST IN SPACE 

The Dan Diamond Adventure continues . . 

9.95 


FISHY BUSINESS 

9.95 * 


9.95 

Conclusion of the first Dan Diamond Trilogy 

CLASSIC RACING 

to ' 7 

v \ m 

7.95 

9.95 

A season's training, betting and racing 

V 4 1 

9.95 

48K SPECTRUM 

PRICE 

Vi! T 

14.95 

MATRIX 

Action-packed droid-blasting 

6.95 

ujGf 


METAGALACTIC LLAMAS 

6.95 


9.95 

All-out arachnid annihilation 
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PURVEYORS OF FINE QUALITY SOFTW ARE TO THEJ^rPfTT SINC E JMT198Z 



SAVE £1 

If you return this voucher and order form you 
will be entitled to a £ 1 discount on the order. 
Only one discount per order. This offer applies 
only to products ordered by mail direct from 
Salamander Software 17 NORFOLK ROAD, 
BRIGHTON, EAST SUSSEX. BN 1 3AA 
TELEPHONE: BRIGHTON (0273) 771942. 


PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO 
SALAMANDER SOFTWARE 

Please rush me the following titles: 

■title machine price 

£ P 








Less discount. 

WILCOX J 


Post Code 


TOTAL 






































































CONTINUED OVERLEAF 


Wee TRON — and possibly WAR GAMES — the 
Western world has been desperately short of a good 
videogame movie epic. Now a contender has 
emerged: THE LASTSTARF/GHTER (by those nice 
folks who brought you DALLAS). It's got every¬ 
thing: romance, evil-looking alien creeps . . and 
some of the very best digital starships ever to grace 
the big screen. PAUL RAMBAL!reviews the movie, 
while JOHN CONQUEST works out how it was all 


DEEP IN the infinite, a space¬ 
craft banks into view. It looks 
like any other space-craft, 
employing the classical config¬ 
uration of four out-riding 
engines and a central fuselage. 
As the ship turns, a helmeted 
figure is visible in the cockpit 
giving a final salute to the 
receding planet. Nothing unus¬ 
ual about this, a scene from a 
new hollywood space-opera. 
The Last Star fighter. Except 
that the space-craft and the 
helmeted figure don't actually 
exist. They are neither models 
nor actors, but computer¬ 
generated images. 

Take another look at this 
scene, a movie-making first. 
The space-craft, the home base 
on a barren, rocky planet, the 
legions of enemy ships with 
which it will join battle, and the 
brief view of the helmeted Star- 
fighter — all of these exist only 
as digital code stored in the 












STARFICHTER 


Having first 
refused the i ^ 
job, Alex 

Rogan (Lance mm 
Guest) 
succumbs to 
the call of 
duty. 




dollar computer, cooled by 
Freon gas and capable of 100 
Megaflops (or 1 billion compu¬ 
tations) per second, created 
almost all of the special effects 
for The Last Starfighter : nearly 
300 scenes, about 25 minutes 
of screen time. The results are, 
to quote the film's producer, 
'photo-real'. Which is to say not 
quite real — since the subject is 
anyway fantasy — but strikingly 


Uppermost 

The question is hardly upper¬ 
most in the thoughts of young 
Alex Rogan (Lance Guest). Alex 
is a major nice guy who lives on 
his parents' Starlight trailer- 
park in Nevada, where his girl¬ 
friend Maggie also lives. Alex 
has only two problems in life. 
He wants to leave the trailer- 
park. He is perceived as a nerd. 
While his friends are out having 
fun, Alex has to do the chores, 
amusing himself meanwhile on 
the video-game that sits 
outside the campsite store, 
flashing ominously. 

"You have been recruited by 
the Star League to defend the 
frontier against Zouer and the 
Kodan armada, " commands the 
micro-electronic voice within. 
Having nothing better to do, 
Alex complies, notching up 
record scores on what appears 
to be a run-of-the-program 
space shoot-em-up called 
Starfighter. 

One evening, a bizarre auto¬ 
mobile, its licence plate spell¬ 
ing the word RYLOS, pulls up 
outside the Starlite park. 
"Centauri's the name, 
announces the vehicle's driver. 
"I invented StarfighterV Climb¬ 
ing inside, Alex is soon being 
driven at impossible speed. 
"You're the best, kid," 


Assembled Gunstars await crews 
in main docking bay. Disaster 
looms just around the nearest 
parsec. 













































CONTINUED OVERLEAI 


Alex is no slouch 
at Atari's 
Starfighter 
game. Just how 
useful this is, he 
doesn't realise. 


enthuses Centauri (Robert 
Preston), a bow-tied, fedora- 
hatted flim-flam man from — 
guess where? Before he can 
protest, Alex finds the vehicle 
transformed into a space-craft 
and himself whisked off to 
Rylos where, against his 
wishes, our reluctant hero has 
indeed been recruited to defend 
the frontier against the Kodan 
armada. 

This promising scenario 
needs no more elaboration, and 
gives rise to the first of the 
movie's dazzling effects 
sequences as Centauri's car 
speeds past the rings of Saturn. 

The flat, vivid colours and 
precise, detailed geometric 
shapes generated by the Cray 
X-MP begin to fill the screen: 
Star League bases. Gun Stars, 
Kodan fighters, acres of space 
hardware designed by Ron 
Cobb (Star Wars, Raiders), fed 
into the computer point by point 
and transformed into 3D 
graphic sequences no less 
credible than the usual minia¬ 
ture models. "In traditional 
cinema you are tied down by 
the mechanics of moving a 
camera around in the real 
world," says Cobb. "Now we 
can sever those ties and gener¬ 
ate forms that never existed." 


TheGonStar. 
The supreme 
space fighter, 
and'Alex's 
. ’mount— 
eventually, 


Computations 

Working at Digital Produc¬ 
tions, who also did the compu¬ 
ter animation for Tron, Cobb 
saw his drawings turned into 
film. Each frame required 72 
billion computations — in other 
words, just over a minute of 
Cray time. The final cost was 3 
million dolars, and for the first 
time, a Hollywood blockbuster 
is being trumpeted for how 
little, rather than how much, it 
set the studio back. With the 
Cray — a computer more often 
used for defence work at the 
Pentagon — the special effects 
budget was cut by two-thirds. 

Digital Productions have 
beaten Lucasfilm, also working 
on computerised screen 
effects, into the movie theatres. 
By the end of the decade, they 
expect to be able to create 
computer-generated humans, 
rather than just hardware. 

Their work on Tron, distinc¬ 
tively gothic in style, was 
wasted by the film's weak plot 
and thin characters. The Last 
Starfighter succeeds both as 
high-tech spectacle and enjoy¬ 
able hokum. Its hero gets to play 
the biggest arcade game of all, 
and gets the girl too. Alex 
Rogan's graduation from 
slouch to Starfighter could be 
anybody's. Given the chance. 
And — wouldn't you know it? — 
Atari will be doing just that in 
UK arcades soon. 






STARFIGHTER 


THE ULTIMATE sci-fi shoot- 
'em-up film has morecomputer 
simulation than all previous 
movies put together, 300 differ¬ 
ent synthesised shots totalling 
over 25 minutes of running 
time. And it's not just quantity 
— with anywhere from 3 to 5 
million polygons in each frame, 
some sequences shatter all 
existing records for complexity 
and detail. 

Digital Productions, the crea¬ 
tors of this milestone in compu¬ 
ter graphics, started out with a 
Cray 1-S, at the time the most 
powerful off-the-shelf compu¬ 
ter available, but turned it in for 
the very first Cray X-MP super¬ 
computer to leave the factory, 
which was four times as power¬ 
ful. So advanced is the Cray 
that the top of the line Digital 
Equipment computer, the VAX 
11/780, is used as a front-end 
processor! 

The X-MP houses 200,000 
special microchips, joined by 67 
miles of wire, in its 5ft. diame¬ 
ter, 6V?ft. tall bulk, and weights 
15,000lbs. To push all that 
takes a lot of power, 100,000 
watts give or take a couple, 
which in turn means a monster 
freon cooling system to keep 


the copper circuit boards at a 
constant 680°F. The Cray is a 
bit fast, with a cycle time of 9 Vi 
billionths of a second and is 
also a bit expensive. If you fancy 
the sound of it, you'll have to 
take $12 million out of your 
Giro account. 

Blueprints of objects were 
drawn on paper, top, bottom, 
front and back views, then 
digitised with an interactive 
cursor, cross-hairs on a glass 
circle round which a coil gives 
off a continuous electromag¬ 
netic signal, with the encoding 
table surface acting as an 
antenna. Flat surfaces are built 
up with polygons, the vertices 
between them being encoded, 
while curved ones are broken 
up into lots of smaller flat ones 
that add up to the right shape, 
which the computer will aver¬ 
age out. The Gunstar, our 
hero's ship, the most detailed 
object in the film, has 600,000 
polygons and took months to 
encode. 

The next stage involves a 
vector monitor on which the 
object can be manipulated 
through x (left/right), y (up/ 
down) and z (forward/ 
backward) axes in black and 
white line drawing form. The 
movement of the animation can 
then be viewed in real time. 
Motion is created by designat¬ 
ing key frames and telling the 


computer how many frames 
apart they are. Effects such as 
laser beams, rocket exhausts 
and live-action are composed at 
the same time. Then the action 
can be tested and changes 
made either by adding in more 
key frames or modifying the 
existing ones. 

When the animation has 
been polished the action is 
transferred to a raster monitor 
for colour and lighting. Shaded 
colour, even on a supercompu¬ 
ter, can't be generated fast 
enough to view in real time. 
First time round the polygons 
are assigned colours, specified 
by three numbers representing 
the blend of primary colours. 
They're decimals between the 
extremes of zero (no intensity) 
and one (full saturation). 
Graded tones are created by 
specifying the points of extreme 
difference, with the computer 
then supplying the transition 
between them. 

A new frame is begun by 
calculating how much each 
object has moved since the one 
before. The Cray is very, very 
good at perspective and can 
determine exactly how big each 
of the millions of polygons is 
and how it is orientated, and 
give each one of them the right 
distortion. It then decides how 
each individual polygon should 


be lit, depending on its angle to 
any light or lights, the shape of 
the surface it's part of and the 
material it's 'made' of, metallic, 
matt or ceramic. 

Finally the X-MP starts paint¬ 
ing the frame, deciding the 
colour of each pixel. As it calcu¬ 
lates them it stores the colour 
values in a frame buffer until 
the image is complete, which 
takes about 120 seconds. 
Finally the film recorder reads 
off the contents of the buffer. 

The end results are astonish¬ 
ing (if rather super-clean), 
computers being incapable of 
anything short of perfection, 
despite attempts to build-in 
textures. First generation is 
more important to film makers 
than moviegoers, but the effect 
is very different from the model 
animation we've been used to, 
apart from being able to do 
things which would be incredi¬ 
bly difficult, if not impossible, 
any other way. 

Picture Design Group, Digital 
Productions' parent company, 
dubbed The Total Forge' by 
futurist Ted Nelson in 'Dream 
Machines ',were too far ahead 
of their time and dissolved. But 
now computer film making is 
here to stay — at $2,000 a 
second. Which, believe itor not, 
is competitive with other 
methods. 


MO HOME COMPUTER IS COMPLETE 

WITHOUT IT 

Because Touchmaster opens up the 
home computer. 

First, to the full range of users, even 
the very young. 

Secondly, to a whole new style 
of software ("Touchware”), which is not 
limited by the keyboard. 

Touchware goes all the way from 
early education packages to sophisticated 
graphic programs. 

What’s more, comparable pads are 
limited because their surface is composed 
of either a bank of switches of finite size or 
carbon tracks laid in a grid. 

Or they need a delicate electronic 
stylus. Or they offer a limited working sur¬ 
face. Touchmaster’s full A4 printed surface, 
by comparison, is totally linear. 

It has a resolution of 256 x 256 
points (that’s what makes Touchmaster so 
flexible). 



Now anyone can master the home computer 

TOUCHfflASTSR 

For full details, contact Touchmaster Limited, 

PO Box 3, Port Talbot, West Glamorgan SA13 1WH, 
or phone Teledata (01) 200 0200 






































































SHARDS SOFTWARE PRESENTS 

AN EPIC TWO CASSETTE FAMILY ADVENTURE IN FOUR PARTS 
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So you think you can go 
five rounds with the 
champ, wimp? You'd 
better shape up for this 
game, that is unless you 
crave intimate contact 
with the canvas. Right 
jab, left hook, that's it, 
move on in there, and 
watch the footwork. 
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AVAILABLE FOR \\ 

48K SPECTRUM^ 
BBC & ELECTRON 


P Maftl Order: 

Send cheque or P.O. 
payable to ‘ICON’ or 
quote your credit card no. 


Selected titles available from: John Menzles, Co-op, 
Harrods, Wildings, Granada and most good 
computer shops. 

Dealers contact: Centresoft, Express, 

Tiger, Drakes, R&R. 


65 HIGH STREET, GOSFORTH, TYNE & WEAR, NE3 4AA 
TEL: (091) 2846966 
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Available on the 48K Spectrum 

© Broderbund ™ 1984. _ _ . 
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You are a highly trained Galactic 
Commando deep in enemy territory.. 
Power hungry leaders of the repressive 
Bungeling Empire have stolen a 
fortune in gold from the peace loving 
people, and you have just discovered 
their secret underground treasury. 
Your goal? To recover eveiy last ingot 
of Bungeling booty. You'll be running, 
jumping and climbing heroically, 
solving perplexing puzzles and drilling 
passageways through stone floors and 
barriers using your laser drill pistol. 
You'll need more than fleet feet and 
good looks to get through this mission 
alive. You'll need quick wits and brains! 
CREATE YOUR OWN GAMES! 

Lode Runner is more than a fast action 
game. It's a game generator that lets 
you design your own puzzles and 
scenes. You can move, add and take 
away countless ladders, floors, trap 
doors, crossbars, gold chests and 
Bungeling enemies. It's easy and 
there's no end to the variations, 
challenge and fun. 
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Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton, Liverpool L25 7SF 

627520 Telephone: 051-428 9393 (4 lines). 
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Can Thor save Cute Chick from the hungry 
dinosaur? Only you can help. At first he only has 
lo jump rocks and holes. Then he must jump and 
duck, almost simultaneously, to avoid the logs 
and low hanging tree limbs in the Petrified 
Forest. The only way Thor can get across the river 
is to hop on the turtles' backs. These turtles 
sometimes get tired and submerge at the wrong 
moment, much to Thor's dismay! To add to Thor's 
difficulties, his arch-enemy Fat Broad is waiting 
on the other side to ambush him. If Thor's timing 
is good, the Dooky Bird is overhead, the 
prehistoric bird will pick him up and cany him 
across! 

Thor must build up plenty of speed during his 
downhill run before the cliff. Timing is crucial, 
too. If Thor's balance is off or he is too slow he 
will crash into the ravine or the face of the cliff. 
Once over the cliff, Thor faces his most difficult 
challenge: the volcanic eruption. In addition to 
the obstacles on the ground, he is showered with 
boulders from the sky. 

Once again Thor must cross the river on the 
turtles' backs. Then, at last, he must face the 
dinosaur! If Thor can get past the dinosaur and 
into the cave, he has only a short way to go to 
rescue Cute Chick. On his way, Thor must duck 
under stalagtites and jump over stalagmites to 
avoid crashing. 

If Thor does crash, don't worry: he has five 
wheels. But True Love is calling him, so use all 
your agility and cunning to help him rescue 
Cute Chick! 
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end a large stamped addressed 
nvelope for more detailed 
ifoimation on our new releases, 

>lus a free large poster. 

U1 sales enquiries to: 
dlin Stokes 
Sales and Marketing) 

or Mail Order only: 

oftware Projects, P.O. Box 12, L25 7AF 

elected titles available from:— 
ohn Menzies, HMV, Boots, Woolworth 
pectrum and other large department 
tores and all good mqjor software 


Available on the Commodore 64 

© Sydney 1984. Licensed from Sierra-on-line 
Licensed to Software Projects. Produced by Software Projects. 


r -— ”| 

Please send me a copy of 

EC'S QUEST FOR TIRES □ £9.95 Please tick 

LODERUNNER □ £9.95 where applicable 

1 enclose cheque/PO for. 

(Please add £1.00 for ordere outside UK) 

Access Card No. 

Name. 

Address. 

For Mail Order only: 

Software Projects, P.O. Box 12, L25 7AF 
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BY J. Mannering and I. Fenton 
Frankie says . . . run up and down like a 
headless cockroach. A sadistic little 
idea here. The point is to dismantle 
Frankenstein's monster using the col¬ 
oured spanners that correspond to parts 
of his body. Then you put the bits in the 
bin. Ugh! Don't fancy the refuse dispos¬ 
al franchise. 


For Spectrum 48 K 

Controls: 

QorP: UP 
A or L : DOWN 
Z or N : LEFT 
X or M : RIGHT 


1 REM franKie 

2 LET hiQh=0 

3 RESTORE 

5LET score= 0 : let lives=3. L 


READ a: POKE 


ET time=200 

10 FOR n =0 TO 7. d. 

USR + n , a . NEXT n DATR 60.12S 

,60 ,60,24,255,ISO,ISO 

20 Fli.R .0=0 TO 7. RERL> 3: POKE 
USR "JT‘ +n J a : NEXT n : DATA 189 , 16 
9,t>0,3b,36,3& / 36,231 

25 FOR n=D TO 7: READ a: POKE 
USR "a'’+ n , a. NEXT n: DATA 0 . 0 , 0 , 
16,122,95,127, 127 

27 FOR n=0 TO 7: READ a POKE 
USR "L'+n^: NEXT n. DATA 192,19 

2.192.192.255.255.255.255 

_30 FOR n =0 TO 7: READ 3 : POKE 
USR + n , a . NEXT n : DATA 0.0,0 

0,128,128,255,255 

35 FOR n =0 TO 7: READ a. POKE 
USR “j" + n,a NEXT n: DATA 0 , 0 , 0 , 

3.3.3.255.255 

37 FOR n =0 TO 7: PERL' a: POKE 
USR "f " +n , a : NEXT n : DATA 0,24-3, 
206,24-8,24-0,224- . 240 . 224 

40 FOR n =0 TO 7. READ a . POKE 
USR ■*r , '+n,a. NEXT n: DATA 255,25 
5? , 240,240,240,240,240,240 

45 FOR n =0 TO 7: READ a: POKE 
USR ’T "+n,a: NEXT n. DATA 240,19 
2,192,192,192,192,192,192 

47 FOR n =0 TO 7. READ a. POKE 
USR ,: L ” +n , a : NEXT n : DATA 192.19 
2,192,192,192,192,248,248 

50 FOR D=0 TO 7: READ a. POKE 
USR "w”+n,a: NEXT n DATA 0,0,0, 
195,126,195,0,0 

60 FOR n =0 TO 7: READ a: POKE 
UbH "? =,, +n,a: NEXT n: DATA 255.8. 
8,8,255,64,64,64 
100 BORDER 5: PAPER 5: INK 0- C 
L_S 

110 PRINT AT 1,5;"FRANKIE GOES 
TO PIECES” 

120 FOR n =5 TO 26. 

; INK 2 ; OUER 1, 

125 BEEP 1,0. BEEP 1,2: BEEP 
,3: BEEP .5,2: BEEP 1,0 
130 PRINT NT 21.1:"BY 
NG AND I.FENTON" 

135 BEEP 1,3: BEEP 1,5 


PRINT RT l.n 
NEXT n 

. 5 


M ft N N E RI 


BEEP 2, 

140 PRINT RT 4,8; PRPER 6; INK 
1; "PRESS S TO r -TDUt - 
143 BEEP .75,7: DEEP .25.3: BEE 
P .5,7: BEEP .5,5: BEEP .5,3; BE 
EP .5,2: BEEP 1,3 
345 PRINT RT 6,3; PRPER 6, INK 
1,"PRESS I FOR INSTRUCTIONS” 

147 BEEP I,©: BEEP 1,-5: BEEP 2 
, 0 

150 PRINT RT 10,15;";RT 11.15 
;"F”;ftT 12,15; "f J,".; RT 13,15; "L 


155 BEEP 1,0: BEEP 1,-E 


BEEP 2 


160 IF INKEY$="S” OR INKEY$="S" 
THEN GO TO 300 

170 IF INKEY$="i" OR INKEY* =”I" 
THEN GO TO 200 
180 GO TO 160 

200 BORDER 1: PRPER 1: INK 7: C 
LS 

220 PRINT "GUTEN TRG!* I am ze 
famous Dr.Ff.ankenste 
need of a Little hel 
(my creation) is bei 
ng a pain in ze neck* You must g 
uide me round my Laboratory, 

picking up ze coloured spanners* 
zat correspond to ze pie 

ce of Frankie.” 

225 PRINT "Uenn you have col lec 
ted a piece of him, put it in ze 
bin by simply valking into 

it.You must hurry because Fran 


v o r L d 
in.I am in 
P.Frankie 


f.ie vi U 
r reaches 
Luck! .» ” 

230 PRINT 

P.R or L 

T” - ”X or M 


vake up venn ze time 
zero"'TAB 11; "Guten 


'"KEYS:-.D or P - U 

- DOI3M.Z or N - LEF 

- RIGHT": PRINT 80; TR 
B 3;"PRESS S TO START" 

235 IF INKEY$="S" OR INKEY$="5" 
THEN GO TO 300 
240 GO TO 235 

300 BORDER 0. PRPER 7: INK 0. C 
Lb 

305 LET a$ = 'W: LET b£ = "k" : LET 
C$ = ",_"; LET di = "_i”: LET q$ = "X'' 
LET X$ = "'jr' 

315 LET 11 =time : LET a=3 : LET b 
=23. LET C =4. LET i=0 
320 LET Z=0 

325 FOR n =0 TO 21: PRINT RT n,9 
; INK 6; PRPER 2,"^": NEXT n 

326 FOR n =10 TO 31: PRINT RT 0 , 
n; INK 6; PRPER 2, ”?=” . NEXT n 

327 FOR n =17 TO 25. PRINT RT 20 
* n;"H”;RT 21,n; ; NEXT n 

328 FOR n =0 TO 16: PRINT RT n,3 
1; INK 6; PRPER 2;"F”: NEXT n 

330 FOR y=10 TO 16: FOR X=1S TO 
21: PRINT RT X , y ; INK 6; PRPER 
2;“?=": NEXT X: NEXT y 
33S r OK =17 TO 21: FOR y=26 TO 

31; PRINT RT X,y; INK 6; PRPER 
2;”^”: NEXT y. NEXT 
337 PRINT RT 19,27;"BIN” 

342 PRINT RT 17,11, INK 1; a $; I 
NK 2;bi; INK 3;c$; INK 4;d$ 
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H.Nf> RND 


■ LFT $ a^:. T t) CN PRINT' 

I 

I n*?® *£ ^=5 RND 5 c=f? RND 3 b*l 

I £?? 3*=:* Tt? f N LET If ,!l^L c ■•• b7 u 

I ^ 5 c=?? sg D 3 ^^ 

I kf^ ?l* = , ** T "f N LET I xI = ^ C ^ b; " 

I T C=16. El? bfig^dcMS S 

l l ■' 4 ’tH^N F LFT 1 ? PN ? b >25 PNC 
I -r i.2 E ».w» ET z==z+1 LET q$ = 

| T X f = JL": PRINT RT C.bfi- 
M THEN GO TO 1000 

I FT^i^I IF tt <0 

II Rrn 4-~~-i lVes ~~ 1: Ip Uvp 

|l ^.‘f 0 TU i £000 “ 

P then beep i, 

| l30 V GS e to G §4i° i5SS 

(I CONGRATULATIONS"; RT 1^0^- 
f | - S,J - ceeded in talc, inq '* j 
f| : a E art and disposinq'of | 

| ! - « How eve r , due to z is 
\ isers varped aind^ou 
I ze task in less i 

I .J®®? P2 INT RT 21,4; “PPEss 
V Tu RE-STRRT" 

L§ T _score=scorpfi 

| PnUt>E 0 . GO TO 300 

1500 CLS ; PRINT RT 10 ©• • 

I A? u ^ ave tost one of your 
I In f Z mM rate,I vi U never 

?k°yo 58 ?gg|| e 6pT ™ 5; ” 

tjo gg^fig?.. ei '*'“ PR « S 

I -^^5 PRU5E 0 : GO TO 300 

rn?f.. c k? a. print St 5°ia,- «- 

I y 3 iif'?^J?'S ;,,Vou Lave lo 
-nt ‘Lii' e3,You are usetes 
y-'t helping m e .. y o u s h a 11 
tbacKtoze title- paq e 

? “ next . , Person is 

-• zan you) • 

* 0 4?- PRIN T RT 21.2;“PPP55 rnv kf 
y FOR PUNISHMENT ’* ^ 

= ???rI F Score>hi 9h THEN LET high, 

5 55 PROSE GO TO 50-3S 

^|ou BORDER 4-. PRPER 4 -: INK 0 . C 

30O5 LET f=l 

PRINT RT 9, 16 ; «T 10 , i 6 ; 

30IS RESTORE 3050 

fIf?N?°g?f§ . ; If eg ■ , -10 . 

nH*H T ' f - rA “r f Lll‘ T HEN GO 

i2?2 PflU5E 20. GO TO ^ 0 O 0 
^.04-0 FOR n= 0 T O 10 PERD°x u RF 
* 9 ‘ NE'xT n A ■> J BE 

-•0R0 DRTh -4-5,0.. 3.0 »=; ~ _ _ 

, .3-3 A .i5,a,S,a 


INN 


i ; X 5 . - c»-l INK J 

NT RT A® '. . p j 4 .11- 

iT. x% tneH pv 

a< LET B=a +1 - IF a 

'?HfeH 3 PRXNT R «T.S^ 
INK t>, 

£<ii then f 

NO tc>16> fii 

THEN P«NT s 
17 , b + 1/ „ .. - ftT 1 .• 

^>SKk!*# 

THEN PRiNT RT I - 


INK R; •• 
‘You hav 
Franfcie 
him vet 
Program 
must r 
time? * * * 
ANY KE 


PRINT 
c > 1° 


OOPS*‘ 
lives 
9et r i 
NOU B»J 
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programs for Old 


SYSTEM SOFTWARE, as we 
old computer industry hacks 
call programming tools, is 
hardly destined to set the 
world alight. It smacks of hard 
work and late night sessions 
over a hot keyboard and 
seems lightyears away from 
the glamour and fun of, say, a 
new Melbourne House 
adventure release. But for 
people interested in stretching 
their minds, and their 
machines, some of these 
trusty workhorses may well 
turn out to have hearts of gold. 

But why go beyond the 
facilities offered by Sinclair 
BASIC? (One may well ask.) 
Quite simply, no machine, and 
particularly no BASIC 
interpreter, fills all the needs of 
the budding programmer, and 
for a lot of requirements like 
arcade games, just hasn't got 
the speed. 

There are a fair number of 
packages which just add a few 
useful commands to BASIC 
extensions or programmer's 
toolkits, these generally give 
you the sort of goodies you've 
always needed to develop 
your BASIC programs. There's 
no line Renumber command 
on the Spectrum, and for this 
you'll have to buy a toolkit. The 
same goes for many other 
'system'commands. Trace, to 
give you a continuous listing 
of program lines being 
executed, Map, to tell you 
which variables have been 
specified, and Block Delete, so 


you can get rid of more than 
one line at a time, to name but 
a few. 

Super Toolkit , from 
Nectarine, has all of these plus 
such things as a Crunch 
command, to get all those 
useless spaces and REMs out 
of your program before 
running. It clocks up a total of 
12 commands, as does Toolkit 
from IMS Software, which 
includes an Auto line¬ 
numbering routine. Slightly 
fewerfacilitiesonCP 
Software's Spectrum 
Extended BASIC, only 10 
commands in this case, and 
the only one unique to this 
package is Find, which will 
look for a specific string text in 
your program. CP, however 
also do Supercode, a machine 
code toolkit, incorporating a 
hundred off-the-shelf machine 
code routines. These include 
an impressive range of 
scrolling effects, high- 
resolution diagonal scroll, 
low-resolution shutter and 
ripple scrolls and many others. 
There are four sound effects 
generators too, but the truly 
impressive thing isthatyou 
can include CP's code in your 
own BASIC and machine code 
programs, an amazing bit of 
altruism. Each routine has full 
in-program documentation 
and a demo mode shows you 
what they can do. It's got to be 
good value. 

From off-the-shelf machine 
code to creating your own. If 
you've decided that BASIC's 
too slowforyour program 
design, then you'll probably 
want to write machine code. 
Some people seem quite 
happy programming this byte 
by byte as BASIC POKEs, but 
for really effective 
development you'll need an 


assembler. Assemblers allow 
you to put Z80 code in 
assembly language, a much 
more understandable form, 
even though it's a lot more 
obscure looking than BASIC. A 
good assembler will allowyou 
to specify addresses and 
constants as meaningful 
labels which makesthecodea 
lot easierto follow. In such a 
symbolic assembler, the JP 
instruction (equivalent of 
BASIC GOTO) could be 
rendered JP LOOP instead of 
giving an actual address, say 
JP$4000. 


cassettes and covers 
everything. Once again, you 
can write your own code and 
'run' iton a diagrammatic 
simulator. Although this is 
rather harder workthan 
Sinclair's, Ithink itgivesa 
closer feeling to using an 
actual assembler. 

Dream Software also have a 
simulator. This has much nicer 
printed documentation than 
the other two, but 
unfortunately it describes an 
imaginary chip which 
resembles the Z80 in many 
respects. I think that this may 
be unnecessarily confusing, 
but as long as it's borne in 
mind,thetransition to the real 
chip shouldn't be too hard. So 
now you can get down to some 
real coding . . .Sinclair 
themselves market the Zeus 
Assembler, which allows full 
symbolic instructions. Lines of 
code are entered much as in 
BASIC, and editing is similar, 
so this should beaneasyone 
for beginners to move to. 


But before actually using 
one of these things, you may 
need to learn what it's all 
about. To helpyou,therearea 
number of tutorial programs, 
and some of these actually 
allow you to set up and test 
code. Sinclair's Beyond BASIC 
offers a tutorial on the internal 
structure of the Z80 plus 
lessons on each assembler 
instruction. These are 
illustrated with simple moving 
graphics. There is an 
experimenter section where 
you can watch the effects of 
your own code on memory 
and registers. Sadly, this one 
doesn't cover the entire 
instruction set. 

More complete is New 
Generation's Machine Code 
Tutor . This comes on two 




Picturesque's Editor/ 
Assembler, on the other hand, 
has a rather better editor than 
the Spectrum, but the key 
response seemed a bit slowto 
me. This latter program is very 
tolerant about the format in 
which you enter code. 

Very different from these 
two is Oasis Software's 
Spectre Macro-assembler, and 
I certainly wouldn't 
recommend this one for 
beginners. It's a very 
professional product, but 
using it is more like learning a 
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new computer language than 
anything else. It doesn't use 
Z80 instructions directly; they 
have to be set up as procedure 
definitions much as in high- 
level languages like Forth or 
Pascal. This makes it very 
powerful, since it's just like 
building your own interpreter. 

But, as I say, not for 
newcomers. 

An indispensabletool when 
developing machine code is 
some sort of Monitor. A 
Monitor provides easy ways of 
getting at memory, moving it, 
changing it, searching it for 
particular values, that sort of 
thing. You can also usually get 
dumps of Z80 register values 
and step through a machine 
code program. 

The Zeus assembler has a 
reasonable monitor with it, but 
Sinclair do a more extensive 
version as a separate product. 
This also allows you to 
Disassemble code, which 
meanstotranslate machine 
code backto assembly format. 
Useful for looking atthe ROM, 
but maybe you'd be better off 
buying one of the 'Spectrum 
ROM disassembled'type 
books which also give 
explanatory notes. 

Picturesque's Editor/ 

Assembler has no attached 
monitor and you have to buy 
theirs separately, although 
both programs can be loaded 
atthe same time. Again, 
there's a disassembler. 

Assembly language isn'tthe 
only way of getting fast code. 
Scope II, from ISP, is a simple 
language aimed at producing 
fast machine-code animation. 
The makers call it a medium- 
level language, as it's mid-way 
between BASIC and 

assembler. I feel it's rather 

closer to machine code, but it's 
certainly a lot easier to use. 
Once you've written code in 
SCOPE II, it is boiled down by 
the program to machine code 
routines, which can be run 
without Scope being present, 
so you develop commercial 
products, or give copies of 
your games to your friends 
withoutfear of committing 

piracy. 

This process of boiling down 
machine code is known as 
compilation, and it's possible 
todoitto BASIC. The only 
BASIC compiler we had 
available to look atwas 
Softek's. This is certainly fast. 
From running a few simple 
loops, it looks roughly about 
150-200 times faster than 
interpreted BASIC. It does 


have some serious drawbacks, 
though. For one, there a quite a 
few BASIC functions it can't 

translate, floating-point 

arithmetic and arrays among 
them. 

More seriously, compiled 
programs will not run without 
Softek's run-time routines 
being present. Unfortunately, 
the company is being quite 
prickly aboutthis, and are 
claiming that if you develop 
your program and compile it 
with their program, then 
they've suddenly acquired a 
share in it. Whatever the legal 

position, this seems a little 

dubiousto me, and it's 
certainly a discouragementto 
using Softek's productfor 
commercial development. 

The final approach to fast 
code is to use Forth. This high- 
level language iscloserto 
machine code than BASIC, and 


4SK 3SX Spectrum 

COMPILER 


PT 

for most purposes runs up to 
ten times faster. Not 
spectacular maybe, but it can 
make a difference. The speed 
saving is nice, but it's not really 
the central point about Forth. 
The languagetakesa 
fundamentally different 
approach to BASIC, and one 
which provides a much 
sounder design discipline. It 
would certainly be easier to 
write good machine code after 
a grounding in it. 

Forth is known as a 
'procedure-oriented' 
language. That meansthere s 
no more complaining about 
there not being a command in 
BASIC to do something. If it's 
notthere in Forth, then you 
just write your own command, 
which is compiled into the 
language vocabulary. 
Although you can theoretically 
do this in BASIC by using sub¬ 
routines, compiled procedures 
are much faster and easier to 

use. Forth is easier to structure 
too. 

There are at least four 
versions of Forth available on 
the Spectrum. It's hard to 
decide between them, but 
Melbourne House's Abersoft 
Forth is the only one 
recognised by the 
independent Forth Interest 
Group. Sinclair also do a Forth 


which to my relatively 
untutored mind seemed much 
the same, both in terms of 
speed and usability. Both 
versions have minimal printed 
documentation, since they rely 
on the user going out and 
acquiring a Forth manual. The 
sad thing about Forth isthat, 
unless you're a fan of the ill- 
fated Jupiter Ace, you can't 
market any of your programs 
since they won't run without 
someone else's product. 

While on the subject of 
languages, Logo has been 
stirring up interest as a 
teaching language, 
particularly for younger 
children. Unfortunately, the 
version l looked at, Snail Logo 
by CP Software, really merited 
its name. Logo is high- 
resolution graphics oriented, 
and the user commands a 

'turtle', or in this case a snail, to 

draw shapes on the screen. 

The CP Interpreter turned out 
to be written in BASIC, so 
every command is interpreted 
twice. Slow? I can t imagine 

anyone, adult, or child, having 

the patience to workthrough 
the manual, let alone use it. 

Something of a weirdie, but 
one I find particularly 
fascinating, is Micro-Prolog , 
from Sinclair. Prolog 
represents yet another 
direction in new languages, 
and is particularly suited for 

Artificial Intelligence and 

linguistic purposes, it's very 
odd to use after command- 
oriented type languages like 
BASIC, or even Forth, because 
a program in Prolog (it stands 
for PROgramming in LOGic) is 
mostly a way of organising 
data, not of setting up a flow of 
commands. Now I've gotthe 
point, I wantto know more 
aboutthis one. Sinclair Micro- 
Prolog's documentation isn't 
bad either. 
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We've reviewed them before, 
and they're both good value. 
Dungeon Builder has the edge 
in user-friendliness, and can 
be used to add graphics to 
adventures, while Quill has a 
more mechanistic approach. 
Both Gilsoft and Dream are 
perfectly happy for people to 
market games produced with 
their packages. Right on! 

On which cheery note I'll roll 
the credits and fade to black, 
but not before noting that this 
is far from being a complete 
survey, so if you've discovered 
an utterly wonderful, or 
unspeakably awful bit of 
useful/useless software in this 
field let us know. 


Drifting back to the problem 
of generating programs, if 
you're an adventure game 
writer, you haven't really got 
one. The Quill, from Gilsoft, 
and Dream's Dungeon Builder 
can both be used to generate 
adventures of any complexity. 
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The Adventure to blow your mind 

Because you write the adventure on your computer...in English! 


lastermind your own adventures. 

own heroes and villains, 
lagidans and monsters. Warriors 
id vampires. Castles and coffins. 
The only restriction to your 
Iventures is your imagination. 

The range of possible game 
eations is almost inexhaustible. 


AdventureWriter does not allow 
you to get bored. 

Every game is automatically 
error-trapped - and can be saved 
on disk or tape. All you do is 
create the adventure... 
in plain English. 

Once you’re 


happy with an adventure, you 
can sell it to your friends or 
market it through the 
AdventureWriter library of 
ready-to-run games. If accepted, 
a royalty will be 
winging its way 
to you! 


AdventureWriter will run on 
either Commodore 64, Atari 
or Apple II computers. Demand 
it from your dealer today! 

Tell him it’s available through 
Terry Blood, P.C.S., Tiger or 
CentreSoft. Or order now - 
fill in the coupon below. 


dventure 

Writer.. 


A CodeWriter Program 

ITjUe #cil&0iTBEGiN/ 

Writer Ltd CodeWriter House PO Box 33 Basingstoke RG24 OUG 


Please send me my AdventureWriter disk for: 

Atari P] Commodore 64 Q Apple II Q] £24 e 95 eac h. 

Overseas orders add £1.1 enclose a cheque/PO/IMO for£_ 

made payable to CodeWriter Ltd. block capitals please 

Name__ 


Address. 


_Postcode_ 

Post to: CodeWriter Ltd CodeWriter House PO Box 33 
Basingstoke RG24 OUG Tel: 0256 27844 

Please allow 28 days for delivery. 


AWBK1 























p „, date, At; 
p o/e Position... 
game, then this 


° MPUTER 8 VIDEO GAMES 


sagy 

rr=o— 




n ot the arcade motor 

> superb...sound, too i< 

ech and engines rev-u 
PERSONAL COMPUTER 0 


iaKest^e\ea 


, \ 

c 

s; 

F 


L( 




















What can we say? 



Were overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Position* on the 
Commodore 64, BBC and Spectrum computers, as well as on all Atari® p POSITION 

systems. And you 11 also find available other games such as Galaxianf 
Robotront Moon PatroP and Ms Pacman. 


LOOK OUT FOR OTHER LEADING COMPUTER GAMES FROM ATARISOFT PRICES START FROM £7.99 ‘TRADEMARK OF NAMCO. ®TM ARE TRADEMARKS OF ATARI CORP tTRADEMARK OF WILLIAMS. 
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Is Hewson Consultants' Avalon difficult? Put it 
this way: it takes Steve Turner 20 hours to 
finish — and he WROTE it! Our Man Keaton 
extracts keyboard from stone, dons rusty 
green armour, and sets to ... 


FRANKLY, I’M not one for 
subtle colour. 

For me an adventure must 
REEK of atmosphere before I’ll 
give it the time of day. Unfor¬ 
tunately this predilection for 
gratuitous padding often 
obscures the all important art 
of puzzle solving. Dragons 
can be slain and demons exor¬ 
cised but heavy atmosphere 
will fog the nog every time. 
Look at Avalon the deli¬ 
ciously animated mega-quest 
from Hewson Consultants. 
Fve become so entranced in 
its authentic gloom that I’m 
quite unable to make any 
headway! Once in, I’ll just 
wander aimlessly through the 
cobwebs and play hide ‘n’ 


seek with the goblin guards! 
The thing has me spellbound. 

Set in the afterglow of the 
Roman Empire, it tells of the 
eldritch confrontation 
between Maroc and Mage and 
his dread nemesis, the dark 
Lord of Chaos. As you might 
suspect, your task is to guide 
Maroc toward this climactic 
battle with the shadowy one, 
negotiating over two hundred 
rooms on eight levels in the 
process. Quite a task when 
you realise that entrance is 
gained to a room only after an 
impressive head-butt to the 
appropriate door. Something 
of an adventure innovation 
from creator Steve Turner. 

“I’d originally planned to 


write Avalon years ago,” 
Steve tells me, “but no one 
was interested in the story¬ 
board because 3D games were 
the in-thing. I think that if I’d 
gone ahead with it then I 
might well have become a 
millionaire, because that was 
about time animated 
programs suddenly took off! 
I’d always thought that a 
game which combined the 
scope and puzzle solving 
element of adventures with 
arcade style movement would 
be somethin’ else to play!” 

He was right. But it also 
proved something else to 
write. An unexpected nine 
months, in fact. Still, the 
result is both engrossing and 


fiendishly difficult. Indeed 
rumour has it that even 
certain head honchos from 
Hewson are unable to 
progress beyond the first 
Gatehouse level! Can it be 
possible that Avalon is just 
TOO complex for us ordinary 
mortals? 

‘No, I don’t think so!” he 
declares cheerfully. “Stan¬ 
dard text adventures are prob¬ 
ably more complex! I guess 
it’s possible that some people 
will buy it just as an arcade 
game and they might well 
have problems on the final 
levels. Y’see, there are four 
objects down there which 
must be used in sequence to 
create another object which 
you’ll need to complete the 
adventure. But the first 
couple of levels hardly 
contain any problems at all! 
They’re only there to intro¬ 
duce people to the style of 
movement. To enable them to 
get used to the joystick. It 
gradually gets more complex 
the deeper you go.” 

IRON 

HEAD 

He ain’t kiddin’! In fact, I 
rather think that we can take 
Steve’s dismissive attitude 
with a pinch of salt — as he 
admits (when pressed) that 
Avalon still takes him around 
TWENTY hours to complete! 
And he wrote it! The thing is 
tough. No question. 

“I spent a lot of time 
researching the game,” he 
explains. “All the place 
names are real and even the 
artifacts are genuine. The 
iron head on Maroc’s staff 
actually exists in the British 
Museum. Go along and see it! 
I’ve tried to make the game so 
I deep that even after maps are 
x published and help given 
^ there will still be plenty of 
I things for people to enjoy. I 
| wonder how long it will take 
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people to kill the spider in The 
Caverns of Doom? He can be 
killed, you know! I think that 
adventurers will like the way 
the puzzles take off in the last 
few levels. The arcade 
element is still there but it’s 
not so important as Mardc 
has become powerful enough 
to trash everything in sight. I 
still enjoy playing it, more 
than anything else I’ve 
done.” 

Apparently Maroc is 
already slated for a sequel in 
’85. His next adventure will be 
above ground and will involve a 
search for the legendary seven 
crowns of England. Should be 
good. 

Uncle Festus 
tackles those 
irritating 
Dork Problems... 

TALKING of sequels, the 
climax to the Ket trilogy, The 
final mission, dropped onto 
the desk the other day, even 
as I was wading valiantly 
through the Temple of Vran. 
You’d have thought they 
could have left a decent inter¬ 
val (say 18 months) between 
each game, eh? Still Tina 
Speed, a Ket Sorceress from 
Keighley, West Yorkshire, 
will no doubt rise to the chal¬ 
lenge. Thanx for your tips on 
part 1, Tina, they have been 
duly noted. Incentive’s head 
man, the dapper Ian 
Andrews, tells me that their 
next adventure will be quite 
unlike any of the Ket games. 
“It will be something 
TOTALLY unique!” he 
declares. We wait with bated 
breath. 

Nicholas Murray, a Dorks- 
layer from down under (Victo¬ 
ria, Australia to be precise), 
writes in to say that he’s 
trapped on Artie’s ancient 
Espionage Island. Consider¬ 
ing the age of that prog he 
may well have been there for 
years! Apparently an 
unfriendly tank is screwing 
up his mission. OK Nick, just 
find the Landing Light, 
replace the bulb with the plas¬ 
tic explosive and then flick 


the switch. The resulting 
blast will distract the tank 
and enable you to slip past. 
This will only work once 
though, so Save your position 
before you try anything! 

Finally, a word to Richard 
Bennet, a smart-ass from St. 
Helier, Jersey. OK Bub, so 
you’ve trashed The Hobbit. 
Well let’s se how long it takes 
you to crack Sherlock , 
Melbourne House’s latest 
mega-game! The first solution 
in wins a freebie from 
Keaton’s Adventure Bin, ok? 
Mark your envelopes SHER¬ 
LOCK COMP. I for one, 
though, have absolutely no 
intention of playing the thing 
following my total inability to 
even remove the cellophane 
wrapper. Mega-games? Pah! 
who needs ’em? Have a neat 
Christmas gang . . . 

AVALON (Hewson 
Consultants) 48K Spec¬ 
trum £7.95 

THE FINAL MISSION 
(Incentive Software) 48K 
Spectrum £5.50 
TEMPLE OF VRAN 
(Incentive Software) 48K 
Spectrum £5.50 
ESPIONAGE ISLAND 
(Artie Computing) 48K 
Spectrum £5.95 
SHERLOCK (Melbourne 
House) 48K Spectrum 
£14.95 


Steve Turner, author of 
Avalon , offers his advice to 
fledgling Dorkwriters: 

"Always give a friend a copy 
of your game, and mail a copy 
to yourself. File that envelope 
away without opening it. 
That's an easy way to prove 
your copyright. That way, 
you'll never have any prob¬ 
lems should you need to go to 
court. Once you've done that, 
send your game off to all kinds 
of publishers and see what 
offers you get. 

"Don't accept the first 
offer. Remember, whatyou're 
doing is choosing a distribu¬ 
tor, not selling a game. Having 
got some offers, shortlist 
them and take a look at their 
advertising clout. Do they use 
full page adverts? Could they 
sell your game to people? Take 
equal care with the contract. 

A reasonable one oughtto bea 
document between five and 


ten pages thick. And watch 
out for clauses which cause 
you to forfeit all your royalties 
should the game contain an 
error! I very nearly got caught 
out by one of them when 
choosing a distributor for my 
first game, 3D Space Wars'. 

"Royalty rates vary 
considerably. I get 20% but 
that's only because I write 
exclusively for Hewsons. 
That's 20% of the distribution 


cost, not the retail cost! Some 
smaller companies offer more 
but have you seen their name 
on a full colour ad? Weigh up 
the pros and cons. Finally, 
always be prepared to listen to 
people. If your publisher 
doesn't like something in your 
program, be prepared to 
change it. I'm forever chang¬ 
ing sections of my games. 
Even now. Good luck with 
your game!" 




























FEATURES 


4 “SOUND” VOICES 




MAX 256 COLOURS 

ON SCREEN AT ONE TIME 




DIAGNOSTIC “SELF TEST” 




CASSETTE “SOUND TRACK” 
CAPABILITIES 



Jfjf 


64K RAM 


PROGRAMMABLE 
JOY STICK PORTS 


SPRITES 


CARTRIDGE SLOT 


JL 


JO 


MONITOR SOCKET 


JO 


JO 


BUILT-IN “BASIC” 


or 


COMMUNICATIONS 

CAPABILITIES 


JO 


JO 


or 


or 


JO 


REAL KEYBOARD 


or 


COMMODORE 

64 


ACORN 

ELECTRON 


f SINCLAIR 
SPECTRUM PLUS 




ATARI 

800XL 
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AT £169, LOOK 
HOW THE ATARI 
800XL COCKS A 
SIMOOK AT THE 
COMPETITION. 


AT LAST, SERIOUS HOME COMPUTERS ARE UP AGAINST SERIOUS COMPETITION. THE ATARI 800XL 
OFFERS EVERYTHING COMPETITORS IN OUR PRICE RANGE OFFER. AND, AS YOU CAN SEE ON THE 
LEFT, A GREAT DEAL MORE. PLUS SOFTWARE PRICES THAT START AT LESS THAN £10. 


AAIARI 800XL 

FOR FURTHER DETAILS CONTACT YOUR NEAREST ATARI DEALER: ARGOS, BOOTS, CARREFOUR, CO-OP, CURRYS, DIXONS, GRANADA, LASKYS, LEWIS’S, LITTLEWOODS, 
MAKRO, RUMBELOWS, SILICA SHOP SPECTRUM, VALLANCES, WIGFALLS, WOOLWORTHS AND ALL OTHER COMPUTER SHOPS. 
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DALEY THOMPSON'S DECATHLON (Ocean) 

Spectrum/Commodore 64 

£7.90 

FULL THROTTLE (MicroMega) 

Spectrum 

£6.95 

MONTY MOLE (Gremlin Graphics) 

Spectrum/Commodore 64 

£6.95/£7.95 

TORNADO LOW LEVEL (Vortex) 

Spectrum 

£5.95 

BEACH HEAD (US Gold) 

Spectrum/Commodore 64 

£7.95/£9.95 

AVALON (Hewson) 

Spectrum 

£7.95 

MATCH POINT (Psion) 

Spectrum 

£7.95 

LORDS OF MIDNIGHT (Beyond) 

Spectrum 

£9.99 

SABRE WULF (Ultimate) 

Spectrum 

£9.95 

JET SET WILLY (Software Projects) 

Spectrum 

£5.95 

FOOTBALL MANAGER (Addictive) 

Spectrum/Commodore 64/BBC 

£6.95/£7.95 

KOKOTINIWILF (Elite) 

Spectrum/Commodore 64 

£5.95/£6.95 

SHERLOCK (Melbourne House) 

Spectrum 

£14.95 

AMERICAN FOOTBALL (Argus Press) 

Spectrum 

£9.95 

DECATHLON (Activision) 

Commodore 64 

£9.99 

RAPSCALLION (Bug-Byte) 

Spectrum 

£6.95 

PSYTRON (Beyond) 

Spectrum 

£7.95 

CHARTBUSTER (Alligata) 

Commodore 64/BBC 

£9.95 

JACK AND THE BEANSTALK (Thor) 

Spectrum 

£5.95 


1 

DALEY THOMPSON'S DECATHLON (Ocean) 

£7.90 


1 

DALEY THOMPSON'S DECATHLON (Ocean) 

£7.90 

2 

FULL THROTTLE (MicroMega) 

£6.95 


2 

BEACH HEAD (US Gold) 

£9.95 

3 

TORNADO LOW LEVEL (Vortex) 

£5.95 


3 

MONTY MOLE (Gremlin Graphics) 

£7.95 

4 

AVALON (Hewson) 

£7.95 


4 

KOKOTINI WILF (Elite) 

£6.95 

5 

MATCH POINT (Psion) 

£7.95 


5 

DECATHLON (Activision) 

£9.99 

6 

LORDS OF MIDNIGHT (Beyond) 

£9.99 


6 

CHARTBUSTER (Alligata) 

£9.95 

7 

SABRE WULF (Ultimate) 

£9.95 


7 

FOOTBALL MANAGER (Addictive) 

£7.95 

8 

JET SET WILLY (Software Projects) 

£5.95 


8 

SUMMER GAMES (Quicksilva) 

£14.95 

9 

MONTY MOLE (Gremlin Graphics) 

£6.95 


9 

THE EVIL DEAD (Palace) 

£6.99 

10 

BEACH HEAD (US Gold) 

£7.95 


10 

PERCY THE POTTY PIGEON (Gremlin Graphics) £7.95 

11 

SHERLOCK (Melbourne House) 

£14.95 


11 

MICRO-OLYMPICS (Database) 

£5.95 

12 

AMERICAN FOOTBALL (Argus Press) 

£9.95 


12 

B.C. BILL (Beau Jolly) 

£5.50 

13 

WORLD CUP FOOTBALL (Artie) 

£6.95 


13 

PITFALL (Activision) 

£9.99 

14 

RAPSCALLION (Bug-Byte) 

£6.95 


14 

STRIP POKER (US Gold) 

£9.95 

15 

KOKOTINI WILF (Elite) 

£5.95 


15 

ARABIAN NIGHTS (Interceptor) 

£7.00 

16 

FOOTBALL MANAGER (Addictive) 

£6.95 


16 

CAVELON (Ocean) 

£7.90 

17 

PSYTRON (Beyond) 

£7.95 


17 

ASTRO CHASE (Statesoft) 

£8.95 

18 

JACK AND THE BEANSTALK (Thor) 

£5.95 


18 

KENSINGTON (Websters) 

£12.95 

19 

FIGHTER PILOT (Digital Integration) 

£7.95 


19 

TRASHMAN (Quicksilva) 

£7.95 

20 

OLYMPICON (Mitech) 

£5.95 


20 

ZAXXON (Centresoft) 

£9.95 








































All available from your software dealer. 

For our full range of software phone our HOTLINE today (0279) 34622 
or post the coupon now to Longman Software, Dept GS6, Longman House, 
Burnt Mill, Harlow, Essex CM20 2JE. 

Please send my free catalogue. 


Address. 


Post Code. 


Word Wizard 

A devilish game for wizards and word buffs. Discover 
the anagrams in the forbidding portcullis of the 
haunted castle. 

ZX SPECTRUM 48K/C0MM0D0RE 64 
£7.95 


Snaffle 

A fast and furious, smash and grab game for ail the 
family. Snatch your letters from the pool or steal them 
from another player to build up high scoring words. 

ZX SPECTRUM 48K/C0MM0D0RE 64 
£9.95 


Riddle of the Sphinx 

A brain teaser to test your word power. Construct 
your pyramid of words and discover the secrets of the 
sphinx. 

ZX SPECTRUM 48K/CDMM0D0RE 84 
£7.95 


LONGMAN SOFTWARE 


Can you withstand the mindbending 
challenge of word games that will test, 
tantalize and torment your brain? 
They could drive you insane. 



















The ultimate 
development from 


The New Protocol interface for the ZX 
Spectrum brings you game control 
customising in a way that no other 
interface can. It accepts all 
commercially standard 
joysticks and is 
compatible with ALL 
Spectrum 
software. 

Operates like 
fixed option 
interfaces or 
can be fully 
hardware 
programmed, 
infinite flexibility is 
achieved by the unique 
“CustomCard” System. 

CustomCards are easily 
programmed to suit all types of 
games. Protocol comes with 4 
pre-programmed cards allowing 
operation with Kempston, AGF/Protek, 

Sinclair joystick 1 and 2 options as 
well as 4 programmable CustomCards and 10 
Quick Reference Programming Cards. 

Simply clip in programmed card for immediate 
customised control. 

Other exciting features 
include: 

★ Automatic 8 direction control 

★ Guaranteed conflict- free with other peripherals 

★ Reset Button to clear memory between games 

★ Fully guaranteed for 18 months 

★ No power-down progamming loss 

★ Keyboard remains fully operative 

★ Complete with full instructions 

>1/50 from the ACF Hardware range: 

★ Programmable Interface — Ever popular fully 

hardware programmed joystick interface for ZX81 or 

Spectrum... £24.95 + £1.00 p & p. 


★ Interface II — The best low-cost introduction to 
joystick control for ZX81 or Spectrum... £9.95 + 

£0.50 p&p. 

NEW: ★ RomSIot — Adds ROM cartridge software 
facility to Spectrum programmable joystick interface 
owners... £9.95 + £0.50 p&p. 

★ Quickshot Joystick — Excellent value game controller 
..£7.95+ £0.50 p&p 

★ Quickshot II — Trigger action firing button and unique 
Auto-Fire... £10.50 + £0.50 p&p 

★ Extra “CustomCards” (5 per pack)... £3.95 inc p & p 

★ Extra “Quick Reference Programming Cards” CIO per 
pack) ...£0.65incp&p 

""" l ™ ™ 

Please send me. 

I enclose cheque for. 

debit my Access/Barclay/Diners Card t 


Account No.Signature. 

Name. 

Address . 


Specify computer ZX 81 □ 
Spectrum □ 

Send to: AGF Hardware 
26 Van Gogh Place 
Bognor Regis 
West Sussex 
Tel: 0243 823337 


m 











































AMSTRAD & MSX £6.95 
COMMODORE 64 & VIC 20 £7.95 


AVAILABLE FOR 


TRADE ENQUIRIES AIMIROG SOFTWARE LTD 

MAIL ORDER 8 HIGH STREET HORLEY SURREY 
PAYMENT BY CHEQUE P 0. ACCESS VISA 50i 



















OREM MINOTAUR'S MAZE 
1 REM BY WILLIAM M MCGREGOR 
2ON ERROR RUN 
3M0DE6 

4PE0CINSTRUCT 

5PR0CINIT 

6M0DE5 

7PR0CDISPLAY 

8M0DE5:REM THIS CANNOT BE LEFT Ol 
9VDU23,1,0;O;0;0 
1OREPEAT 
1.1PROCPREP 

1.2PR0CDRAW.MAZ E (DI FT 7.) 

13 P R 0 C C 0 R R E C T _ R 0 U T E 

14 P R 0 C G E T _ B E T 
1.5PR0CPLAY 

16IF NOT dead7. THEN sc7.=sc "/.+ i00 
17PR0CSC0RE 

181F NOT dead/C THEN PROCNEXTLEVEL 
19CLS 

20UNTIL lives7.=0 
21M0DE6 
22PR0CEND 
23END 
24: 

25: 

26DEFT'ROC INIT 
27VDU19,3,6,0,0,0 
281 evel 7.= .t 













































29nmon‘/.=0: DIFFX= 15 

30DIM A7. < 1) , BX (1 ) ,MXX<6) ,MYX(6) 

31 XS7.=RND (15) +3: YSX=RND (28) 

321 i vesX=3: seX=0 
33c1oseX=7 

34VDU23,255,255,255,255,255,255,255,; 




35VDU23,240,24,126,90,36,24,60,36,0 
36VDU23,241,28,42,28,8,127,28,20,20 
37VDU23,242,255,138,184,157,184,138,2 
v'<5, 2’55 

38VDU23,243,0,255,126,126,60,24,60,12 

6 

3 9E NOEL OPE 1,20,20 ,.30,10,10,10,126,0, 

0,0, -126,126,126: ENVELOPES,32, -16,8,3,1, 

2,0,126,0,0,.126,126,126 

4OEMDPRDC 
41: 

42: 

43DEFPR0CDRAW MAZE (D1FF7.) 

44COLOUR3 

45REM DRAW HORIZONTAL LItslES 
46F0R IX=0 TO DIFF7. 

4TAX(0)=2*RND(9):BX(0)=2*RND(15) 

48AX(1)=2*RND(9) 

49INDX=RND(2)-1 
50PR0CHLINE 
51 NEXT 17. 

52REM DRAW VERTICAL LINES 
53F0R J 7.---0 TO DIFF7. 

541 X=RND <DI FF7.+ 1 ).1 

55AX(0)=2*RND(9):BX(0)=2*RND(15) 

56BX (1) =2*RIND (15) 

57PR0CVL. I NE 
58NEXT ,77. 

59PR0CB0RDER 
60ENDPR0C 
61; 

62: 

63DEFPR0CHL. I NE 
64IF AX(1XAX(0) 

;AX(0)=TX 

65FOR KX=AX(0) TO AX(1 ) 

661F RND (2).2 PR I NT TAB (K X, BX (0) ) ; CURT 


TX=AX(1);AX(1)=AX(0) 


IbHE .!. 


\ t . 


- 

wMMSm' 


mm 




67WEXT 
68EWDFR0C 
69 s 
70s 

7.1. DEFPROCVLI NE 

721F BX <.1. ) <BX < 0) 7X~BX (1 ) s BX (1 ) (O) 

s BX, (0) rT'/. 

73F0R KX=BX ( 0) TO BX (1) 

7 41F R W D (2).2 P EIN T T A B (A X (0) , l< X ) ; C H R $ 

'•■i i::;- nr 

75WEXT 
76EWDPR0C 

77 s 

78 s 

79DEFPR0CB0RDER 
SORESTORE 
81 PGR GX=0 TG 3 

8 2 R E A D a X , b % , c X , z 

831F z*= M V" THEN FOR FX=aX TO bXsPRIN 
TTAB(cX,FX);CHRT255:NEXT ELSE FOR FX=aX 
T O b X: PR I N1"T AD (FX, cX) ; CHR*255: NEXT 
84NEXT 
85ENDPR0C 

86DATA 2,19,30,H,0,29,2,V,0,29,19,V,3 
, 1 8,0,11 
87: 

88: 

89DEFPR0CC0RRECT ROUTE 

90XX=XSX: YX--YSX 

91DIRX=7:PDX=7 

92FOR KX=0 TO RND(10)+50 

93PD1X=PDX:PDX=DIRX 

94REPEAT 

95DIRX=RND(4) 

96I.JNTIL DIRX< >PDX—2 AND DIRXOPDX+2 A 
ND DI RX< >PD 17.-2 AND DI RX< >PD 1X+2 

971F DIRX=1 AND YX>1 YX=YX— 1 ELSE IF 
DIRX=2 AND XX<18 XX=XX+1 ELSE IF DIRX=3 
AND YX<28 YX=YX+1 ELSE IF XX>3 XX=XX-1 
98PRINTTAB(XX,YX);" " 

99NEXT 

100XFX'-XX: YFX=YX 

lOldistX=SQR((XFX-XSX) * (XFX-XSX)+(YFX- 
YSX)*(YFX-YSX)) 

102IF distX<c1oseX PROCCORRECT ROUTE 

103ENDPR0C 

104: 

.1.05: 

106DEFPR0CPL.AY 

1O7S0UND&OO10,0,0,10:SOUND&OOl1,-15,15 

o, / 

10SC0L0UR2 

I 09k •/.= X S X: y X=YSX; p x X=X X: p y X=yX 

II OPR INTTAB(x X,yX);CHRT24i 
111REPEAT 

112PR0CMQVE 

.1131F moveX PR I NTT AB (x X, y X) ; CHRT241: PR 
I NTT AB (px X, pyX) ; " "spy, X=x X: pyX=yX 

114IF RND(5).4 PROCMQVEMONSTERS 

115IF1evelX<3 F0RwX=0T080:NEXT 
116UNTIL (xX=XFX AND yX=YFX) OR deadX 
117ENDPR0C 
.118: 

119: 

120DEFPR0CM0VE 
121 moveX=FAL.SE: col X=0 

12 21FIN k'E Y (—9 8) c o 1 X=F N c o 1 o u r (x X -1 , y X) 

: IF ca 1 X< >3 x X==x X--1 : moveX=TRUE ELSE IFINK 

EY( .col X=FNco.l our (xX+1 ,yX) : IFcolXOS 

x X=x X +1; m o v e X=T R U E > E L S E 6 01" 012 5 
1231 Fco 1 X= 1 scX=scX+10*.1. evel X: SOUNDO, - 
15,80,2 

124ENDPR0C 

125 IFINKEY(.105) colX=FNcolour(xX,yX+l 

):IFco1X< >3 yX=yX+1:moveX=TRUE ELSE IFIN 

KEY <. 73) col X=FNco.l our <xX , yX-~ 1 ) : IFcol X< > 

3 yX=yX- 1 :moveX=TRUE 
__ 126 1Fco.l. X= 1 scX=scX+ 1 0* level X : SOUNDO, - 
1 ’ 1 Continued on page 94 





















connect the 64 to music equip¬ 
ment, speech synthesisers, light 
rifles and loads of other goodies. 

Against: although the 64 has 
some tasty features like sprites, 
hi-res graphics and a beefy 
sound synthesiser, the BASIC is 
incapable of supporting them, 
and there isn't much of the 64k 
memory left once you use 
graphics. This means that to get 
a 64 to do anything interesting 
you have to learn machine-code, 
or pay out for a BASIC exten¬ 
sion. That might be painful, but 
reading the manual makes a 
visit to the dentist seem like fun. 
Believe me, if you can get in¬ 
formation out of the supplied 
manual, you should apply for a 
job with MI5. 

Loading games from cassette 
is very slow. Newer games use 
special fast ("turbo") loaders to 
get around this. The disc unit 
isn't that rapid either. I find that 
the 64's TV output tends to give 
a poor picture, and curing this 
with a colour monitor can set 
you back £200. 

Pose Value: Haoker. 


Commodore 64 

LOVE it or loathe it, you can't 
ignore the Commodore 64. 
There are certainly a lot of 'em 
out there in Userland. At about 
£190 a time, the 64 is good value, 
and can grow into a useful sys¬ 
tem with discs, printers and 
modems all available as add¬ 
ons. Commodore claim that it is 
equally useful in the home and 
in the office, though I find it too 
slow for any serious computing. 
The keyboard isn't really up to 
the kind of bashing that most 
working micros have to take, 
and the 40 column screen rules 
out decent word-processing. It 
uses the 6510, a special version 
of the vintage 6502 eight-bit pro¬ 
cessor and boasts 64k of mem¬ 
ory. 

For: In my book the 64 passes 
the most important test of all; 
there are lots of other users ab¬ 
out. This means book, magazine 
and software publishers will 
continue to support owners for a 
while yet. With a 64 you aren't 
likely to be left high and dry. 

Sprites and the Sid chip sound 
synthesiser give the 64 some 
powerful hardware features. 
Peripheral addicts can choose 
from a wide range of add-on 
printers, a disc drive, and a mod¬ 
em for Commodore. Indepen¬ 
dently produced add-ons in¬ 
clude MIDI interfaces that can 


MSX-DOS is very similar to MS- 
DOS, the system used by the 
IBM-pc, so will give MSX users 
access to a larger software base. 

Against: In many ways MSX is 
not all that it's cracked up to be. 
For a start, the different versions 
of BASIC are NOT identical. Soft¬ 
ware houses cannot guarantee 
that MSX software will run on 
every machine. 

MSX computers are over¬ 
priced. These machines are no 
better technically than compu¬ 
ters costing £100 less. What 
annoys me is that MSX 
machines are all based on old 
technology. Which means an 
MSX computer is severely li¬ 
mited from day one. 

Pose Value: Habitat Custom¬ 
ers. 


MSX SEEMS to be the flavour of 
the month, but not everyone 
agrees. Britain's microcomput¬ 
ing big-wigs think that they can 
ignore it and it will go away. 

For: MSX is a good idea, allow¬ 
ing users to build "mix and 
match" systems, similarto com¬ 
ponent hi-fi rigs using parts 
from different manufacturing 
ranges. All MSX machines use 
the same BASIC, which is one of 
the better versions of the lan¬ 
guage, and there is already an 
impressive software range for 
the machines. 

The computers are all nicely 
designed, and come with proper 
keyboards and stylish cases that 
look terrific on coffee tables. 


Amstrad 

WHEN I heard that Amstrad was 
going to launch a computer ij 
wasn't surprised. After all, Sony|| 
and JVC make hi-fi and compu-i 
ters, Amstrad makes cheapo hi- 
fi so why not make cheapo mic¬ 
ros? The best thing about the 
Amstrad micro is that a single 
purchase buys a complete sys¬ 
tem. For the price of two weeks 
in Torremolinos you can pose in 
the comfort of your home with a 
computer, built-in cassette unit 
and a colour monitor. 

Amstrad could have picked a 
snappier name than "CPC-464" 
for the machine. I suppose it 
means something to someone. 
Like most other fashionable 
computers the Amstrad uses the 
Z80, which is to micros what 
Linndrums are to hit records. 

For: as eight-bit computers 
go, the Amstrad is quick. In most 
respects it is as quick as the BBC 
model B; it beats heavyweight 
so-called 16-bit micros like the 
Sinclair QL and IBM-pc, and is 


range of all the home compu¬ 
ters. There is something for ev¬ 
erybody, and some of the soft¬ 
ware is simply brilliant. 

Against: For all its good 
points, the Spectrum is a bit naff 
around the edges. I found that a 
Spectrum tends to break down 
after a lot of use. Sometimes the 
machines just die, but a lot of 
people find that the "dead flesh" 
rubber keyboard tends to wear 
out. 

Microdrives might be tech¬ 
nically clever, but they are no 
substitute for a real disc drive. 
I'm not impressed by the need to 
pay extra money for a joystick 
and cartridge port, and again 
there isn't much decent soft¬ 
ware available on cartridge. 

No sane person would use the 
Spectrum for any serious pur¬ 
pose such as word-processing 
or running a business. To build a 
Spectrum up to specification 
approaching that of, say, an 
Atari 600XL can set you back 
around £400. 


Sinclair Spectrum 

SINCLAIR'S SPECTRUM is the 
Model T Ford of home compu¬ 
ters. (It comes in any colour so 
long as it's black.) Now facing its 
third Christmas, the old Spec¬ 
trum magic is beginning to wear 
a bit thin. However, at £129 for a 
48k machine, you could do a lot 
worse. 

For: basically a million-plus 
owners can't be wrong. This 
huge user base means that soft¬ 
ware sellers and hardware haw¬ 
kers can't afford to ignore the 
Spectrum. Software hackers 
have exploited the hardware to 
the limit; recently the pace of 
software development may 
have slowed a little but the Spec¬ 
trum has the widest software 


about four times as rapid as the 
Sinclair Spectrum. On its own 
these statistics don't mean 
much, but it all adds up to a well 
designed ROM. 

Against: it's a shame you 
can't buy the monitors separate¬ 
ly. An even bigger shame is that 
you can't upgrade from a 
monochrome monitor to a col¬ 
our version. Instead you must 
pay for an adaptor allowing the 
monochrome version to use a 
colour television. If you already 
have a tape-recorder you have 
to pay for bits you don't need. At 
the moment there isn't a great 
deal of brilliant software but 
some is on the way. 

Pose Value: Move over, Paul 
Weller! 


Pose Value: One of the Boys. 


A COMPREHENSIVE CHRISTMAS GUIDE TO THE BOXES 



















































. BIDDING FOR YOUR BUCKS. BY BILL BENNETT 




AQj&fn 


Sinclair QL 



SOMETIMES I think Clive Sine* 
lair and Malcolm Maclaren are 
the same person. Both have gin* 
ger hair, both have the art of 
hype down to an artform and 
they share a motto: "Cash from 
Chaos". All the same, the gener¬ 
ous 128k RAM and meaty Motor¬ 
ola 68008 processor make most 
punters' eyes water. 

For: SuperBasic is everything 
you want from a version of the 
world's most popular program¬ 
ming language, though it may 


not be fully debugged yet. The 
QL has what passes for a real 
keyboard, even if it doesn't feel 
as good as those on more ex¬ 
pensive machines. The local 
area network will appeal to soci¬ 
able computer users. Unlike pre¬ 
vious Sinclair micros, the QL has 
been treated to a liberal dose of 
user ports. 

The QL comes together with 
four software packages, which 
are not wonderful, but are 
enough to get you started. Some 


of the QL's features are imper¬ 
fect implementations of very 
advanced facilities, for example 
"windows" and "multi¬ 
tasking". 

Against: The QL is slow, even 
though it uses the 68008 chip 
running at a zippy 7.5MHz. The 
68008 is a junior member of the 
ultra-wonderful 68000 chip 
family, and is a powerful proces¬ 
sor capable of addressing vast 
quantities of Ram. However, 
although it may be a 32-bit pro¬ 
cessor internally, externally it 
uses an 8-bit bus. This is a bit like 


reducing a motorway to a single 
lane of traffic, and makes the QL 
a sheep in wolfs clothing. 

Any new machine suffers 
from lack of software, but the QL 
has been around for some 
months now and there is still 
hardly any software, and (to my 
knowledge) no games. This is 
because the QL uses microd¬ 
rives and doesn't have a casset¬ 
te port. The microdrives can't 
hold much data either and spare 
cartridges are not easy to get 
hold of. 

Pose Value: Sloane Rangers and 
Hooray Henries. 


Atari 600x1 and 800x1 


ATARI MICROS have been con¬ 
sistently underrated by the UK 
press and public alike. This is 
probably due to the curious pric¬ 
ing policy of the machines in the 
past. But now they are as cheap 
as any and the Atari 600XL is 
brilliant value at around £89. 
Much of what applies to the 
600XL applies to the 800XL. It 
uses the same 6502 processor, 
has the same graphics and runs 
the same software. But it has a 


full 64k memory whereas the 
600XL has a measly 16K. 

For: Unlike almost every other 
range of computer, any Atari 
computer can run on any Atari 
computer software. Atari did 
this ages before anyone heard of 
MSX. This means that the amaz¬ 
ing games available on cartridge 
for the Atari 400 and 800 will run 
on the 600XL and 800XL. 

Graphics and sound have 
been standard on Atari compu¬ 
ters for years now, and Atari was 
the first manufacturer to use 
sprites. It's not so much a ques¬ 



tion of the Atari being a little out 
of date, more that the competi¬ 
tion has taken a long time to 
catch up. 

I really like the Atari peripher¬ 
als which include a graphics tab¬ 
let and a track-ball. 

Against: the cartridge soft¬ 
ware is very good but the casset¬ 
te software can be both expen¬ 
sive and boring. Not only that 
but I found that the cassette 
loading can be unreliable. This 
doesn't matter in the USA where 
everyone is so rich they can 
afford floppy disc drives. Over 



here in the UK all peripherals 
seem expensive, especially 
compared with the cost of the 
actual main computer unit. So 
far the Atari has not ach ieved the 
kind of sales to create a lot of 
excitement in the UK, though 
the new low prices could change 
that. Pose Value: Space Cadet. 


Acorn BBC model B 


AS ADVERTISED on the televi¬ 
sion, night after night. Hardly an 
episode of Tomorrow's World 
goes past without a free plug. 
The Beeb has a large following 
in the UK, but is unheard of in 
the rest of the world. Its success 
is due to two factors: the good 
name of the British Broadcast¬ 
ing Corporation, and a govern¬ 
ment that handed them out 
willy-nilly to schools. If it was 
simply called the Acorn Proton, 
it would have been forgotten 
ages ago. A 6502 and 32k of 
ROM isn't world-shattering, but 
Acorn have made a creditable 
attempt at pushing the hard¬ 
ware to the limits. 

For: everybody knows that the 
Beeb is a powerful computer. A 
decent keyboard with function 



keys, sensible ports — and, 
maybe the best version of BASIC 
in the civilised world — combine 
to make it a serious proposition 
for businessmen and home us¬ 
ers alike. 

Recently I have seen some ex¬ 
cellent games software for the 
Beeb, and there is also a great 
deal of educational, engineering 
and scientific software for the 
machine. There are also two 
very good word-processors. A 
lot of tasty add-ons are available 
for the Beeb, including MIDI- 
interfaces, modems, extra 
ROMs and a teletext adaptor. It 
is even possible to add second 
processors (Z80 and 6502). The 
Beeb is also one of the very fas¬ 
test machines around. 

Against: the Beeb is expen¬ 
sive for what it is; so are the 
Acorn add-ons. Adding a disc 
can be very expensive — you 
need a chip which costs nearly 
£100, making the effective price 
of the full spec Beeb . . . £500. 

Pose Value: Guardian Reader. 


Acorn Electron 

CONCERNED parents every¬ 
where love the Electron. It has 
worthiness written all over it. 
Being an Acorn, the Electron 
isn't cheap, in fact you have to 
be holding a fair bit of folding to 
find £200 for a micro with just 
32K of RAM. 

For: programming the Elec¬ 
tron is similar to programming 
the BBC. Certain software writ¬ 
ten for the Beeb can transfer to 
the Electron, 

Against: expensive with a 
small memory. I would expeetto 


see a printer port and a pair of 
joystick ports included in the 
basic machine. To add these on 
seems to cost an arm and a leg. 
This seems to be part of Acorn's 
policy of simply not making any 
concessions to the customers. 
On the whole Electron software 
is dreary. 

At times the Electron appears 
to be no more than a sawn-off 
Beeb. It isn't quite BBC-like 
enough. If Acorn had given it a 
better spec, then the Electron 
would have hit sales of the 
flagship model B. 

Pose Value: Teacher's Pet. 
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Oric Atmos 


HEAVY METAL fans will love the 
Atmos because it is LOUD. Not 
only is this beasty big on the de¬ 
cibel front, but it has built-in 
sound commands like SHOOT, 
ZAP, PING and EXPLODE. The 
demonic black and red colour 
scheme of the case will liven up 
any headbanger's dungeon. 

Destined to become one of 
life's also-rans’the Atmos actual¬ 
ly isn't a bad little machine. 

For: The Atmos does have a 
lot of memory spare for a 48K 
machine. The keyboard is fairly 
good and capable of taking a 
thrashing from decibel-crazed 
users. Also the Atmos has a 


built-in parallel printer port so it 
can be used with an Epson prin¬ 
ter or the Oric four-colour plot¬ 
ter. 

Against: Oric had a second 
chance with the Atmos. But 
amazingly, the tape operating 
system was actually made less 
reliable in the new machine. 
Software houses haven't exactly 
fallen overboard to produce 
software for the Oric machines 
and a lot of what does exist is 
boring. 

Pose Value: Headbanger. 






































tssitwtkmwt* 




48K ZX SPECTRUM 


Tir Na Nog-the land of youth, the other world. 

Tir Na Nog-the kingdom of the sidhe, the home of dagda's cauldron. 

Tir Na Nog-a vast and complex adventure, in a magical Celtic landscape. 

Tir Na Nog-a most stunning visual experience, with state-of-the-art film also from gargoyle: 

animation. the stunning space game, 

Tir Na Nog-a true computer movie. AD ASTRA - £5.95 


1 


< 


GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 



























■Mv hen you’re up against all the evil in the universe, you 
» » need the finest joystick. Weak, sticky slow controls 
can only lead you to your doom. 

You need a Wico.® The controls in more than 500 
modem arcade games are actually made by Wico.® They set the 
industry standard for durability and performance. And " 
arcade quality goes into the Wico® you take home. 

Wico® joysticks work directly with the 
Commodore 64,™ Vic 20,™ all Atari® Home 
Computers and Atari® Video Games. 

Add an interface, and you can connect into 
a Sinclair Spectrum or Apple II® and He.® If you 
have a new MSX computer there’s the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Tough, 
ultra-sensitive Wico® switchgear. A heavy¬ 
weight base. A year’s guarantee. And more sh 


dodging, chasing and blasting power than ever before. 

The Wico® range includes the famous Red Ball,™ straight 
out of the arcades. The Three Way Deluxe with interchangeable 
handles. The light but rugged Boss. And check out the state-of- 
the-art Trackball: many owners use it for serious programming, 
where it gives them effortless cursor control. 

Ask your dealer to let you handle a Wico.® Quality 
(you’ll find) costs money 

But if you want to have less trouble fighting your 
controls, and more power for fighting the 
forces of darkness . . . only Wico® is worthy 
of your hand. 


WICO 

THE FINEST HAND CONTROLS 
IN THE KNOWN UNIVERSE 


CGL HOUSE, GOLDINGS HILL, LOUGHTON, ESSEX IG10 2RR.01-508 5600. LOOK 










THE GAME OF DEADLY DRIVING 


FOR 48K SPECTRUM 


The New Force in Software 


GAMES WORKSHOP is the UK's largest fantasy and adventure games com- 
panv, with ten years experience behind it. Now we're using our expertise to 

and the first three are BATTLECARS, 


create the best in computer games, 

D-DAY, and TOWER OF DESPAIR - each with over 90K of programming! 
BATTLECARS is the deadly sport of the future...arm your battlecar with 
----your chosen weapons, and 

BATTLECARS |s a^one or two 

S . D-DAY is a superb graphic 

>-■ ripi wargame based on the Nor- 

ft! ■!*” «gS5f; ’ • jjl ‘SSj mandy landings of 1944. Two 
* . I nlavers take the Allied and 


German sides, battling through four seperate scenarios. D-DAY offers an 
enduring tactical challenge to players tired of simple arcade action. 

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi¬ 
ence in role-playing games to create an outstanding adventure. It includes 
two entire 48K programs, and a guide containing a history, map, and illus¬ 
trated clues. 

FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 64 
£7.95 EACH FROM ALL GOOD SHOPS OR DIRECT FROM: 

MAIL ORDER DEPARTMENT,GAMES WORKSHOP LTD., 

27 - 29 SUNBEAM ROAD,LONDON NW10. 

















































WEST 

A compulsive adventure game set in a ghost town in the 
Wild West. Ybur task - to flush out a gang of bank robbers 
and retrieve their loot - with only your trusty steed and your 
six-shooter to aid you! 

Test the speed of your draw, your skill at cards, your powers 
of survival! 

The first of a stunning series of adventure games from Allan 
Black, played in real-time. 

Co m modore 64 Cassette 19.99 Disk 612.95 
BBC Model *•' (text only)CasseMe 67.95 
Blectron (text only) Cassette 17.95 


Dare you venture into the ancient undersea labyrinths 
which link the islands of the Archipelago? Fabulous jewels 
await you there - but the guardians of the treasure mark 
your every move, waiting to deal a swift and terrible 
vengeance. How long can you survive? 

A fast-moving, action-packed game with brilliant graphics, 
animation and music. 

Commodore 64 Cassette f 7.95 Disk 69.95 

(joystick needed) 


A new angle in alien zapping! Against a brilliant backdrop 
of stars, you must defend your asteroid base from wave 
after wave of swooping mutating starships. Your defence - 
a powerful laser deflected against a giant mirror. How long 
can you hold out before your defences crumble? 

BBC Model B Cassette 17.95 

Electron Cassette 17.95 


One of the oldest games in the world! Originally played by 
Bedouins using pebbles and holes scooped in the desert 
sand, this strategy game has absorbed the mind of man for 
thousands of years. Superb graphics and music, with a 
choice of levels and depth of search. Easy to learn, 
fiendishly difficult to beat! 

Commodore 64 Cassette 67.95 Disk 69.95 


An outstanding graphics package for the Commodore 64. 
Features include: free-hand sketches, circles, ellipses, block 
move, copy and reverse, magnification choice of cursor, 
joystick or key control. PLUS texture definition and texture 
and colour fill. PANORAMA (H) uses the full colour facilities 
of the Commdore 64. 

Commodore 64 Cassette 617.95 Disk 619.95 


(£1795) O 
(£19.95) O 
(£ 7.95) O 
(£ 9.95) O 
(£ 795) O 
(£ 9.95) D 
(£ 9.95) O 
(£12.95) □ 


Cassette 

Cassette 


Cassette 

Disk 

Cassette 

Disk 

Cassette 

Disk 

Cassette 

Disk 


LASER REFLEX 
WEST (text only) 


PANORAMA (H) 

PANORAMA (H) 

ARCHIPELAGO 

ARCHIPELAGO 

KALAH 

KALAH 

WEST 

WEST 


LASER REFLEX —~ 

WEST (text only) - 

Total (includes postage and packing) 


Cassette 

Cassette 


Please debit my ACCESS/BARCLAY/TRUSTCARD 


I enclose a PO/Cheque to the value of £ 


1 WAKt r-KU/vi bUJi LAINU Curran Bui | ding 10 i st James Road 

Talent games should shortly be available from your local 

software retailer-or post off thecoupon now. GlaSgOW G4 ONS Tel 041 552 21 28 

INSTANT CREDITCARD 24 HOUR ORDERING SERVICE TEL 041 552 2128 


Name (block capitals) 


.Postcode 


Signature . . . .. .. . . W -—— .- ■ —. . . 

Please allow up to 28 days for delivery. We shall not bank your remittance until your order has been despatched 
Dealer enquiries welcome. Contact Veronica <olin on 041 552 2128 


Amazing graphics, fast and furious action, challenging 
strategy, compelling adventure - this first wave of 
games from TALENT has got the lot! 

Written by professional computer scientists using 
powerful new programming techniques (which leave 
machine code standing), these games have pushed home 
micros to the very limit. 
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CONTROLS: 

Left cursor: Walk left 
Down cursor: Walk right 
Up cursor: Jump 
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~ ' UK > update c lock a 0 d 

440 T*-JNTCDEEKCCLOCKJ/]00) 
450 IFT^>=JNTCT3THEN550 
460 !PLOr30,2,STR*mt" ■■ 
4 ?0 IFT>10THEN550 
480 INK6 > aay dauns 
430 IFD0THEN550 

, 500 PLOT30,26,CHR*C6)+"rrrm 9 

H 510 F °PI = 1 TO 30 : PLAT 0,0 , 0)0 
I 520 F0RJ=1T03:NEXT J:PING: NE> 
I b30 G0T0 3PS0 ’ caught you 
I ^48 REM updated ok 
I 550 C.--C+ 1 : I FC <7-NTHEN 600 
I 560 C -0 : CALL S400:R E n moce the 
I 570 IFtrSCR NCOX,0TJ=?7J0RCSCRN 
I mHENNS=SCRNf0X,0T3 :GOTO360 

I 600 UNTIL FALSE 

| 610 REn *** End of loop *** 

I 1898 REfl new frame 

i 1900 = "123456789ABCD&1&D8.18.8,- 

;T E---'l : 0C=4 

1810 GOSUB 3540 LINK 4:BO=T*]0*f 
1820 S=S-tB0:PL0T9,2,STR$CSl 
1830 N=N + 1 :PLOT 20,2,STR*CN1 
-840 PLOT 15,14,CHR$C31+GHR$(81 

5TR$CBO}+CHR$(9J+CHR$C41 

1860 PLOT OX,OT,NS :PLOT OX,OT-] 
1870 GOSUB 2010 - reset , 

1380 GOSUB 3500 - pUy lune 

1390 GOSUB 2600 > floorboards 
1992 PULL 

3385 GOTO 90 - pUy thls frame 
1998 REfl Initialize values 
2000 S =0 :N =1 :n = 5 
2010 T-33 

2020 OX = 8 : 0T--23 :NX=OX -NT=OT 
2030 OS=32 : NS=OS : NH=OS:TS=OS;T H = 

lltl JU=FflLSE; P=TRUE:OK=TRUE 

2050 FL=73 ? K-OSCf KEY*t 11 j 

2060 AC«AC1=1 :9C«B43=2:ACH9C1=3 

2070 CL0CK=U97R , , LJ J 

000 „ llulk -«276 ’ internal clock 

2080 KETTn=# 20 E > l< ey repeat tlm 
2090 RETURN m 

2098 REN Print title screen 
2.100- CLS : PAPER 0 : [NK 6 

2110 A«=CHR $ C10: + "n,dn, 9 ht Feast' 

1 > 9$ -'PLOT 11,2, A* 

2120 PLOT 13,4,CHR$ C 2 
2130 PLOT 10,6,CHR$ C 4 

9ht 1984'' 

2140 FOR 1=9 tq j 3 ST 
T 4,1,8 .'PLOT 1 , 1,3 

^PLOT L 2 1 T ,ul , ' 3:PL0r *’>■•«« 
2160 PLOT 25,1,1-7: NEXT I 


+ "By D.Re Id 
-i-CHR$ C 96 3 + ,f 


Continued overleaf 


1 REn PROGRAM 

2 REM AUTHOR 

3 REM MACHINE 

5 CLS - PAPER 0 - 

6 PR I NTCHR$ t 20 

7 DIM ACKC0) 

10 GOSUB 2000 
20 GOSUB 3000 
30 GOSUB 3200 


’Initialize values 
’User graphics 
’Store machine cooe 
40 GOSUB 2700 ’Hl-score table 
50 GOSUB 2000 ’Reset values 
60 GOSUB 2100 ’Print title screen 
70 GOSUB 3500 ’Play tune 
30 GOSUB 2300 ’Drau house 
90 GOSUB 2500 ’Drau food 
100 DOKE CL j 10000 - C = 0 9 start clock 
105 PLOTOX,OT 3 74:PLOTOX,OY-1,73 
108 REM *** the main loop *** 

110 REPEAT 

120 IF NOT JU THEN 130 

125 NX=0X-1-R*2 :NY=OY+] :GOTO 180 

128 REM check key and moye 

130 ON ACPEEK C #2083 3 GOTO 1501160,170 

140 FOR I = 1TO20 - NEXT I ’ short delay 

145 GOTO440 5 no key pressed 

150 NX--OX-1 ’ moue left 

152 PLOT OX j OT,68 : PLOT OX,Of-1,67 

154 IF NOT R THEN 200 

156 R = FALSE :GOTO440 

160 NX=OX+1 ’ moye right 

162 PLOT OX,OT,74-PLOT OX,OY-1.73 

164 IF R THEN 200 

166 R = TRUE -GOTO440 

170 J U = TRUE 5 Jump up 

172 NX=0X-1-R*2 :NT=OY-l 

180 PLOTOX,OY,66-RY6 :PLOTOX,OY-1,65-R*6 
198 REM check neu position 
200 OS=NS -OH=NH 

210 NS = SCRN C NX, NY 3 :NH=SC.RNCNX, NY-1 3 :CL = 
CRN C NX,NY+13 

215 J U-' C f FL=32 3 OR CFL=77 3 OR CFL=78 3 3 
220 OK = C C NS 0 77 3 AND C NS 0 78 3 AND C FLO 83 3 A 
DCNS <95 3ANDCFL <95 3 3 
228 REM moye man 

230 IFNS=79THENNX = 0X :NY=OY :NS=OS:NH=OH 

240 TS=SCRNCOX,0Y3 : TH=SCRNCOX,OY-13 

250 PLOTOX,OY,OS :PLOTOX,OY-1,OH 

260 PLOTNX,NY,TS + 2 :PLOTNX,NY-1,TH+2 

270 OX=NX • OY = NY 

280 IFNH <89THEN330 

288 REM eat some food 2 

290 S=StCNH-883X20-NS=32:NH=32 

300 PLOT 8,2,STR$ C S 3 

310 FOR I=70TO10STEP~7 : SOUND 1, I,6 - PLAY 1 

0 , 1,10 

320 NEXT I '-PLAY 0,0,0,0 
330 IF OK THEN 440 

340 IF NS> 94 THEN 1900 ’ reached bed 

348 REM you’ye hit something 

350 IF FL=83 THEN 400 5 creaky floor 


MIDNIGHT FEAST (for Oric-1) 




















2170 PLOT 6,9, "biscuit 
89 

2180 PLOT 6,11, 'cheese 
, 90 

2190 PLOT 6,13, "cherries 60" :PLOT 3,1 
,91 

2200 PLOT 26,9, "cocoa 80" :PLOT 23, 

, 92 

2210 PLOT 26, 1 1 , "banana 100 ,f :PLOT 23, 

1 93 

2220 PLOT 26 , 13, "pear 120" -PLOT 23, 

3 94 

2230 PLOT 1 4 > 1 6 ) C.HR$ C 1 3 + " CONTROL S 
2240 PLOT 10,18,CHR$(3)+"le(t arrow LE 

2250 PLOT 10, 20 , CHR$C 51 +"down arrow RI 
HT" 

2260 PLOT 12,22,CHR$(6) + "up arrow JUHP 

2270 PLOT 4, 25 , CHR*C 12 )r'‘Press <space> 
o start game .. 

2280 K$=KE'T$:REPEPT :RN=RNPC13 : UNTIL KET 


2285 PLOT 4,25,0 
2290 RETURN 
2298 REH drau house 
2300 CLS :PPPER 0 : INK 0 ' 

2310 PLOT 4,26, C.HR$ C6 3 + " Ju s t a sec 
2320 FL$="PPPP" : FOR I---0 TO 24 
2330 PLOT 2, I,9-FL$-FL$ + "P" : N E X T I 
2340 FOR 1=5 TO 37’PLOT I,24,79 : PLOT I«. 

,80•NEXT I 

2350 GOSUB 2600 ’ drau floorboards 
2355 REPEPT • COLL#400 -UNT I L CPEEK C #4PB 3 = # 

7] :CPLL#400 

2360 FOR 1=3 TO 33 :PLOT I,0,86:NEXT I 
2370 FOR 1=0 TO 4 : PLOT 8-I,Ij84 : PLOT-3 
+ I,1,85 

2380 PI..OT 36-1,9+1,81 : PLOT 6+1,14+1,82: 
LOT 36-1,19+1,81 

2390 PLOT 5,4+I ,79 : PLOT 37,4 + I,79-PLOT 
,9+1,79 

2400 PLOT 37,9+1,79 : P L 0 T 5, 14+I,79 :PLOT 
37, 14+1,79 

2410 PLOT 5, 19+J,79 : PLOT 37,19+1,79: NE 

r i 

2420 PLOT 34,1,9 '-PLOT 34,2,3:PLOT 8,1,8 
PLOT 8,2,8 -PLOT 35,2,4 

2430 PLOT 6,7,95’-PLOT 6,8,96:PL0T 7,8,9 
:pL0T 8,8,97 : PLOT 9,8,98 1 bed 
2440 FOR 1=4 TO 27 STEP 9:Pl OT 3,1+1,6 
2450 PLOT 3, l+2,3:PLOT 3, J+3,9 :PLOT 3,1 
4,1: NEXT I 

2455 PL0T37,3,82:PLOT37,2,52 
2460 INK 4 :PL,OT 9,1, "Score Night. 

Time" 

2470 PL0T5,26,"Pocket Honey :P LOT 9,2 
STR$CS3 :PLOT 20,2,STR$CN3 
2480 PLOT 30,2,S'TR$Cn : PLOT 1 8, 26, STRS CH 
+ 11 .00 " 

2430 RETURN 

2498 REH drau food 

2500 FOR 1 = 12 TO 30 :PLOT I,6,32:PL0T I, 
l 1,32 

2510 PLOT I, 16,32:PLOT I,21,32:NEXT I 
2520 FOR 1=1 TO N*4+15 

2530 R1=INTCRNPC13X18+123 :R2=I NT CRND C1 1 
43X5+6 


I 

I 

I 

I 

I 
I 


2540 1FCCSCRNCR1-1,R23>3230RCSCRNCR1, 
2373233 THEN 2530 
2550 PLOT R1,R2,INTCRNDC13X63+89 
2560 SOUND 1 , R1+R2,9 : PLBY 1 , 0 , ], ]0 
2570 PLHT 0,0,0,0: NEXT 1 
2580 GHRBHGE=FREC""3 
2590 RETURN 

2598 REH drau f ioorboards 

2600 PLOT 6 , 19, FL$ -’PLOT 8, 1 4, FL$ :PI OT 6 
9, FL$ 

2610 PLOT 7,24,83 : PLOT 7,19,83:PL0T 35, 
4,83:PLOT 35, 14,83 
2620 FOR J=1 TO NX2 + 6 

2630 R1 = I NT CRNDC1 3X183 + 12 :R2=1NTCRNDC 1 3 
33X5+9 

2640 1F CCSCRNCR1-1,R23>803 ORCSCRNCR1 + 1, 

2378033 THEN 2630 

2650 PLOT R1,R2,83 

2660 NEXT I 

2670 RETURN 

2698 REH set up hi—scores 
2700 DIH H1C83,H1$C83 
2710 FOR 1=1 TO 8 

2720 :H1C13 = C11-1 3X200 :HI $ CI 3 = "Or Ic" 

2730 NEXT I 
2740 RETURN 

2748 REH suap hl-scores 
2750 2«HI.fJ3 :H1C10=HIC 1 + 13 :HI Cl+ 13-2 
2760 2$=HI$[I 3 :HI$CI3=HI$C1 + 13 
2770 HI$CI+13=2$ 

2780 RETURN 

2798 REH display h l-score table 
2800 CLS :PPPER 0 : INK 7 
2810 H$=CHP$C63+CHR$C10 3 + "HldnIght Feas 
. 11 +CHR$ C53 + "H I - Scores " 

2820 PL0T2, 1,:PLOT2,2, 

2830 FOP 1=1 TO 8 
2840 J=I+CI>6jX5 
2350 2=1X2+3 

2860 PLOT7,2,STR$CI 3 :PL0T7,2,J 
2870 PLOT12,2,STR$CH1C133 :PL0T12,2,J 
2880 PLOT 10,2, ">" :RLOT21,2,HI$CI3 
2890 NEXT I 
2895 RETURN 

2898 REH enter neu hl-score 

2900 PL0T6,22,CHR$C63+"Please .enter you 

n ame " 








































F0 RI = 1T023 :PRINT :MEX t I 
K4=KETsf : POKE »26P,3:PRINT 
INPUT N* 

PRINTCHR$C17DCHR*C30KHR^C63 

if LENCN*1> 1BTHENN*-LEF^T«CN*. 16 5 

I H iC83=S^HI$C8D-=N$'-SWeP=2750 

) FOR I -'7 TO 1 STEP-1 
, IF HI 111<HICI + l1THEN GOSUB SUPP 

^ I , , 

S GOTO 2800 ’ display neu tab 
3 RED user detined graphics 

0 FOR 1=65 TO 38 
0 REND D$ 

0 FOR J=1 TO 15 STEP 2 
.0 u-upl c"F* 11 +mo$(P*> J>7 1 1 

.0 p=#B800+I*StCJ-l 
i0 POKE P>U 
)0 Nt XT J j I 
^0 RETURN 

D0 DOTH 0C1E363E iE060Cj8 

31 DPTP 060E1404000130918 
02 PPTP 0C1E363E1E061C04 
03 DPTP 261D040E1212J206 
0q DPTP 060F!B1F0F030E02 
05 DPT p 070B130206070500 
06 DPTP 0C1E1B1F1E180006 
07 DPTP 181C0P080O342406 
08 DPTP 0C1E1B1F1E180E08 
:CjD DPTP 132E080C12i2 73i8 

110 pPTP 183C363E3C301O10 

111 DPTP 3834331018382800 

112 DPTP 00000023393E0E0P 

113 DPTP 0000002527 1E1014 

114 DPTP 00 1 E003300 1 E0033 

115 DPTP 001E003300000000 

116 DPTP 3F3E3C3C38303020 
;117 DPTP 3F 1 F 0F 0F 0703030 1 
(118 DPTP 0000003F003F0000 
si 19 DPTP 01020204 08101020 

3120 DPTP 2010100804020201 

3121 DPTP 3F00000 000000000 

3122 DPTP 3F20202020202020 

3123 DPTP 3F0101 0 1 0 1 010101 

3124 DPTP 00001E3F3F3F1E0O 

3125 DPTP 00002030383C3E00 

3126 DPTP 000001 070P3 23707 

3127 DPTP 1008003F3D3D3E3O 

3128 PPTP 0008183030301800 
^129 DPTP 0000040818303018 

3130 DPTP 0000202U2E3F3F3E 

3131 DPTP 3F2P2P2P3F202020 

3132 DPTP 3F2P2P2P3FOOOO 00 

3133 DPTP 3E2P2P2P3E020202 
3133 RED store machine code 

3200 REPD PD i RED works on any oric 
3705 PTnOS=CDEEKC«EFFE1=5801 
3210 REPEPT 

REPD D* 

PEPEPT 

D--DPI C "tt"-iDT 1 
POKE PDjU 

PD=PD+1 :CHK=CHKrO 
REPD D* 

UNTIL D$=“OK" 

REPD PD 

UNTIL PD=#FFFF 
IF PTI10S THEN GOTO 3320 
FOR PD=B4P0 TO S4P3 ’ Oric-1 
POKE PD j PEEK CPD1 + 1 ’ changes 

NEXT PD 


mm 


?320 J F CHK= 


■B 


3722 


\ "l/ 


£7 




3340 PRINTCHR*! c- 
3330 PRINT ‘Tlaoh I ne c ?JCHR$C20 J 
f 60 INI "Check 1 he d : t err ° r " CKPtt 
33 ' 0 01ST 3400-34 3 ' 

3380 STOP 

I 3400 OPTP«40 0 : ^ En no 
I 3401 DPTP pc oo tn U6 cats 

340? PPTP P4 J ) 04 , 85 , C 0 ’ 0<, ’ 85 ’ S0,Bn 

3403 DPTP 20’9)’so’f J5BC ’ 0 4,P9 

3404 DPTP Ca’Vpo’a 0 ’ AL ' 0 4,30.13 

3405 DPTP 04,4C : 3D of J 'f ,S8j5,D ^ 8 

3406 DPTP 04 no' 0504 > 09 >FF, 9 D,pr 

3407 DPTP 9 3 ’ 9 p I0 |'p 0J00jF0 > 0 3.88 

340 B DPTP P3 PC t 9 ’ 1D,D0 ’ 07 

3409 DPTP 50.CP fa’p L ’^’ B9 ' 4E '- q J 

3410 DPTPF4P0 En ^ t 6 ° ! ° K 

3411 DPTP f 3 rr so tab,e 

3412 DPTP pE-V^F 

3413 DPTP CkJffff 1,FF,01tFF 

3438 REN d 'ay a 4 , 

3500 Jp? ,J s 1 n 9 T* 

j 0 T $ = + n ,, , , 

3520 r,4l;,. 55 7 56S8338 ^^' 

3530 TE=3 : 0 c =4 f, J 1 3Bfl86w *-" 

3540 FOR r = j to'it' T4 ’ 

3560 n^m^^THEN 0 ^ 1 * 1 J >J ''° =0C 

52 

RY °> O-O.0 

3590 .-nusrr i o 

3600 :P?bv 3 , 0 , NT ,4 

36 J 0 .’UIPIT te 
3620 NEXT J. 

J 30 PUflV 0 > 0,0,0 

-■640 RETURN 

ownrosa.NExT i wer 3 ™ 2 ' ,Wf n ?■ 
3 ' F " n "*® P TH6N 3 l S M 5 . r ' 9 , ' r ’’’"'“ 0 " 

3340 GOSUB 2010 > 9 me °c>er 

3750 P , ot 30 o or rSSet Uilly «s 
3755 PUL, ' 2 ' Sre * tn '" - 
3760 GOTO Jog , 

REN game 0 ^ r ' the " a,p 

3800 pinT i o , 

38J0 UP17 400:k$=K£Y4 .=,,, , 

3820 GOSUB 2800 , d . ' PULL 
3830 IF S>H r roi T dls Play hi- scor 

3^0 P o ' fr EM R0S, ’ E ^ 00 
U T her Ll ^ u', F ur 

3850 PLOT 12 rnn 

J iulks- j JORCK^ 

3965 GPRBPGE-FREC""! 

S EN l ! NU; ' IK ' t, ' 63C , , ^(^.ir H R4120J ; 

3999 : 

4000 REN or 

fen 

. tZZ u i:^y^ 
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127ENDPR0C 

128 s 

129 s 

130DEFFNcol our ( A7., B7 .) 

131 LOCAL X7,Y7. 

13 2 X %=6 4 * A Vn i 16: V 7- = 1010 •■••• (3 2 * B %) 

133=P0INT <X"/-, Y7-) 

134 s 

135 s 

136DEFPR0CM0VE.MONSTERS 

137C0L0UR2 

13 B F 0 R m o n 7. ~ 0 T 0 n m o n 7, 

139IFMX 71 (mon V ») «XF7. ANDMY-/.<mon-/.)«YF7. PR 
IN T T A B (M X 7. (m o n 7.) , M Y % (m o n 7.) ) ; C IT R $242 E L S E 
rrINTTAB (MX7- (mon71) , MY7. (mon71) ) ; " " 

140S7>x7..MX7. (mon"/.) s T7.=y7.~MY7. (mon7-) 

141 IFS71 > 0 ANDFNc o 1 our (M X 71 (man 71) +1 , M Y 71 ( 
mon7.) ) < >3 MX7. (mon71) -MX7. (mon71) 1 ELSE IFS 

71<0 ANDFNco'l. our (MX7(mon71> -1 ,MY7«(mon7.) )<> 
3 M X 7- (m o n 71) = M X 71 (m o n 71) 1 E L S E B 0 T 0.1. 4 3 
142GOTO144 

;l ^^ j p j B/ . 0 ANDFNc o 1 our (MX 71 ( mon71 ) , MY 71 ( mo 
n7.) +1) < >3 MY7, (mon"/.) “MY7. (mon7) +1 ELBE I FT 
"'<0 ANDFNcol our (MX71 ( mon7-) , MY7- < mon"/.) -1 ) : - 
> 3 M Y 71 (m o n 71) = M Y 7. (m o n 71) -1 

14 4 PR I NT TAB (MX71 (mon 7.) , MY 71 (mon 71) ) ; C HITT 2 
40 

1451 Fx 71 “MX7. (mon7.) ANDy 7.“ITY7. (mon 7-) PROC 
D E A D s m o n “1=n m o n 71 
146NEXT 
147ENDPR0C 
1 40 s 
149 s 

150DEFPR0CDEAD 
151S0UND0,.15,20,10 

15 2 d e a d 7- - T IT L j E 

1531 i ves7«= 1 i ves"/..1 

154ENDPR0C 

155 s 

156 s 

157DEFPR0CNE X T LEVEL 
1581 evel1 evel 7+1 

159IF DIFF7<20 THEN DIFF7=DIFF7+1 
1.60IF nmon7.<5 THEN nmon7=nmon7+1 
161 IF 1 eve 1 7.M0D5=0 THEN 1 ives7. = 1 ives7. + 

1;SOUND 1, 15,100,10:SOUND1,-15,200,5:SO 

UND 1,-15,100,10 
162ENDPR0C 
163: 

164: 

165DEFPR0CPREP 

16 6 d e a d 7.=F A L S E 
167F0R mon7=0 TO nmon7. 

168REPEAT: MX7. (mon7.) =RND (15) +4: MY7. (mon7. 
) =RND (28) : UNTIL SQR ( (MX7. (mon7.) -XS7.) * (MX7 
(mon7) ■— XS7) -i - (MY7 (mon/.) — VS7) (NY7 (mon/.) / 

S7))>5 
169NEXT 
170ENDPR0C 
171: 

172: 

173DEFPR0CSC0RE 
174CLS 
175C0L0UR2 

176PRINTTAB(2,10);"YOU HAVE SCORED" 
177PRINT'" ";sc7 

I78PRINTTAB(4,14);"ON LEVEL ";1evel7 
1 79 1F 11ves7=0 THEN PRINTTAB(3,19);"YO 
U ARE DEAD!" ELSE PRINTTAB(0,16);"YOU HA 
VE ";1ives7;:IF lives7=l THEN PRINT;" MA 
N LEFT." ELSE PRINT;" MEN LEFT." 

180IF NOT dead7 S0UND&0001,0,0,10:SOUN 
>1,1,100,20 


181FOR WAIT=0 TO 2000:NEXT 

182ENDPRQC 

183: 

184: 

185DEFPR0CEND 
186CL..S 

1B7PRINTTAB(10,12);"PRESS ANY KEY" 

1S3M L X15,O 
189A“GET 
19ORUN 
191ENDPR0C 

192 s 

193 s 

194DEFPR0CINSTRUCT 

195PRINTTAB(10,5) ;"MINOTAUR'S MAZE" 

196PRI NTTAB ( 10,6) ; " " 

197PRINTTAB(0,10);" You ar 0 1ost in t 
he maze in Crete. Be careful that, you ar 
0 n ot 0 a1 0 n b y a M inot aur , Ex t. r a p o i n 

ts are given when you reach the exit 
and more points can be gained bv collec 
t i ng the Gree k la rns. " 

198PRINTTAB(3,17) 5 Controls are the Z, 
X,/„s keys-" 

199PRINTTAB(7,20);"DO YOU WISH SOUND?" 
200*FXI5,0 
201 A^-GET'T 
202*FX210,0 

2031F A$“"N" THEN *FX210,1 
204ENDPR0C 

205 s 

206 s 

207DEFPR0CDISPLAY 
208C0L0UR2 

209PRINTTAB(3, 7) ;CHR$241 5 " - YOU" 

21 OPR I NTTAB (3,9) ; CHR$242; " - EX I T " 

21 1 PR I NTTAB < 3,1 1 ) 5 CHRt-240 s PR I NTTAB (6,1 

1 );" . MINOTAUR" 

21 2 COLOUR1 

213PRINTTAB(3,13) ;CHRT243s COLOUR?:PRIN 
TTAB(6,13);URN" 

214PRINTTAB(3,24) 5 "PRESS ANY KEY" 

215A“GET 
216ENDPROC 

21/ENVELOPE 1,20,20,-30,10,10,10,0,0,0, 
0 , 0 , 0 , 0 

218SOUND1,1,100,20 
219SOUND1,2,84,50 

2 20E LIVE LOPE 2,32 ,.16,8,3,1,2,0,0,0,0,0 , 

0 , 0 

221 s 

222 s 

223DEFPR0CGET.SET 

224C0L0UR1 

225F0R S7.-0 TO 5+R'ND (5) s PR I NTTAB (RND (1 
5)+3,RND(28)) 5 CHR$243sNEXT 
226C0L0UR2 

227PR I NT T AB ( XS7 , YS7.) 5 CHRt-241 
22SPRI NTTAB ( XF7-, YF7.) ; CHR4-242 
229S0UND1,2,84,200 
230*FX15,1 
231G“GET 
232ENDPROC 
>RUN 

MINOTAUR'S MAZE 

Y o u a r e 1 o s t in t h 0 m a z e i n C r 0 1 e ■ B e 
careful that you are not eaten by a 
Minotaur,Extra points are given when 
you reach the exit and more points can 
l~ 0 o a :i 0 cl h y c. o 3. I 0 c t i n g t h e c> 7 0 U 

r EXIT 

P 

- MINOTAUR 
$ 

press any KEY For your free inlay 

card see page 122 
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Simon Says 


MultiSound Synthesiser 
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Dicky’s Diamonds 
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[OTHELLO 


An expanding range of totally new 
Touchware is now available for Touchmaster 
(software houses thoughout the UK and 
Europe are continuously adding to it). Due to 
the enhanced concept behind both 
Touchmaster and its Touchware, they com¬ 
bine to expand your use of the computer 
- dramatically and easily 

Experience the expanding 
range of Touchware - Arcade Games, 
Graphics packages, early education programs 
Synthesiser, Board Games. 

They all take on a new dimension with 
Touchmaster - some examples are shown 
above. 

But they only hint at what you 
can do when you come to write your own 
programs with Touchmaster 


Simply Simon 

Complete and post the coupon for more 
details. Or telephone Teledata on 01-200 0200. 

Now anyone can master the home computer 

TOUCHmAmR 

Touchmaster Limited, PO Box 3, 

Port Talbot, West Glamorgan SA13 1WH. 


r 


More details on Touchmaster and Touchware please. 


n 


Name- 


Address- 


BK12 


-Post Code_ 


Simon's Shapes 


mmm m 

MR K 

Simon's Shapes 


Graphics Editor 


Strategic Command 


i • ! 

























































You are flying through a galaxy con¬ 
tinually fending off attackers. Your 
main objective is to land on enemy 
occupied planets, break through their 
defences and destroy their bases. You 
have heard other games described as fast 
and smooth but this is the game others will 
be judged by. Game difficulty, Options and 
Keys are all fully user definable 
48k SPECTRUM £7-50 ■ 


Mail Order enquiries and 
catalogue of other titles:— 

2, Ashton Way, East Herrington, 
Sunderland SR3 3RX. 

Trade enquiries:— 

Tel: 061 -205 6603 


K 


RETURN OF THE THINGS 

Halls of the Things* was the first of 
the arcade adventures. This is the 
long awaited sequel, taking over 
from the point where you have 
escaped from the tower and are 
looking forward to a rest, no such 
luck, it’s nastier out there than it is 
in the tower. 

48k SPECTRUM £7-50 

*Now available for the Amstrad 
CPC 64 and Commodore 64 

£8-50 ■ 


GALACTIC PATROL 

All alone in the middle of the 
universe in your powerful space¬ 
ship, but you’ll not have time to get 
lonely. Enemy ships will constantly 
harass you, trying to wear you 
down with their seemingly endless 
numbers 

48k SPECTRUM £7-50 ■ 



































Available now! From all good software outlets or direct from: Micromania 
14 Lower Hill Road, Epsom, Surrey. P + P free.Dealers phone: (03727™20152, 


nil 























You’ll never dream a program 
could be this good!!! 


Join Wally in his nightmare 

Sensational Software from 

Commodore 64 - £7.95 Spectrum 48K - £6.95 

44 The Broadway, Bracknell. Tel: (0344) 427317 

Available for Commodore 64 and Spectrum 48K 




















SO IT ARRIVES, the moment 
we all dread: Armageddon! 
High above the panic-stricken 
inhabitants of Planet Earth, the 
stratosphere is being ripped 
asunder by thousands of 
gleaming projectiles. Four mi¬ 
nutes left in which to construct 
a fall-out refuge of old paper¬ 
backs and lay in a few warm 
coats for the nuclear winter. . . 

But no! For this is a wish- 
fulfilment fantasy (of sorts). 
Deep underground, carefully 
maintained mechanisms 
awaken. Hunched figures 
tense over radar screens and 
delicate electronic fingers 
probe the sky. This is Missile 
Command, central control 
centre for the widely flung net 
of Anti-Ballistic Missile sites. 
Before long the incoming war¬ 
heads are just so many ex¬ 
panding clouds of debris in the 
near-vacuum of the upper 
atmosphere. Sighs of relief? 
No time. Because here comes 
the second strike . . . 


Galosh 

Of course we all know there 
are no ABM systems in the 
world, barring a ring of rather 
obsolescent Galosh sites 
around Moscow. They were all 
banned by the SALT I agree¬ 
ment, good thing too. That 
proved no deterrent to games 
designers, and around 1978 
the arcades began to resonate 
fo frustrated screams of 'Sod 
it, I've been MIRVed!' and 
'Curses! Three cities taken 
out!' And so the language of 
the strategic planners found its 
way to street level. 

Surprisingly, few people 
found the subject matter of 
MissCom too forbidding, 
mainly because it was the best 
game around. Pre-M/ss/7e 
Command games, if we can 
think that far back, were nearly 
all variations on the classic 
Space Invaders scenario, in¬ 
cluding Galaxian Ambush, and 
| many clones. As any fule kno. 


in these, lots of little malevo¬ 
lent wriggly things descend 
from the screen-top, usually 
dropping bombs, boiling oil, 
flower-pots and other para¬ 
phernalia on the way. The 
player is equipped with a little 
upward-firing laser gun which 
can be trundled right/left. Con¬ 
trols, on the arcade variants at 
least, are three push-buttons. 

I harp on these older games 
because Missile Command 
was something of a fun¬ 
damental departure from this 
formula. Earlier games were 
basically ope dimensional — 
only the player's horizontal co¬ 
ordinate which counted. Mis¬ 
sile Command targeting 
ranges over the entire screen. 
Both X and Y axes come into 
play, and that's a whole new 
ball game. 

When the game opens, you 
are equipped with one or more 
ABM sites, protecting six Iden¬ 
tikit cities, all this at the base of 
the screen. Enemy missiles 
come in at any angle from 
above, and to destroy one, an 
ABM must be exploded in its 
path. The player moves a 
cross-hair around the screen, 
and when the fire-button is 
pressed, the ABM sets out for 
the current cross-hair position, 
where it detonates — a 'fire 
and forget' system. 


Trackball 

Push-button control just 
wasn't good enough for the 
two-dimensional movement 
involved, so Atari introduced 
an entirely new user interface, 
the trackball. Nothing more 
than a plastic sphere mounted 
on a base of rheostats, the 
trackball was the fore-runner 
of the desk-top 'mouse'. It's a 
brilliantly simple idea, and the 
smoothness of movement you 
get playing MissCom must 
have contributed hugely to its 
popularity. 

So back to the action. 


Wouldn't be so bad if the in¬ 
coming mail was single war¬ 
head, but in line with modern 
ICBM technology, the missiles 
are frequently MIRVs (Multiple 
Independent Re-entry Vehi¬ 
cles). This means that if you let 
them get too low, they split 



Welcometothe End of the 
World. Above are various 
stages in its final eclipse. 
Nuclear Winter follows. (But 
this, needless to say, isn't 
shown.) 



into a number of independent¬ 
ly targetted warheads, which 
are an absolute pig to clear. Up 
goes the megadeath count. 
Killer satellites have a nasty 
habit of trundling across the 
screen and MIRVing. 

Worse — for the arms race 
continues — are the MRVs 
(Manoeuvrable Re-entry Vehi¬ 
cles); these little devils dodge 
your counter-explosions and 
force you to waste defence 
missiles seeing them off. At 
the end of each wave of incom¬ 
ing missiles, bonuses are paid 
out on the basis of unused 
ABMs and living cities. If there 
are no living cities, you, and 
presumably civilisation as we 
know it, have lost. 


Defender 

You have to defend your 
ABM sites as well as the cities, 
and this is where the original 
arcade game and the compu¬ 
ter variants differ. In the arcade 
there were three sites, with a 
separate fire button for each, 
which made life more com¬ 
plex. If a missile site was taken 
out, it stayed taken out until 
the end of the frame — Micro 
variants generally have only 
one site, and if it's zapped it 
usually only means that defen¬ 
sive operations are suspended 
for a second or two. 

Simplicity, right down to the 
elegant trackball, is probably 
the key to MissCom's success. 
But is there more? Does this 
game fulfil some inner need in 
people, a response to the feel¬ 
ings of impotence brought on 
by the prospect of all-out nuc¬ 
lear killozap? For Missile Com¬ 
mand, for a short period of 
time, gives us the illusion that 
we can protect ourselves. Tru¬ 
ly, we can be heroes, just for 
one play. . . 


FIN FAHEY 
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ALDIS learns the language of the Gods 



IT WAS IMO good, there I was with 3000 widgets 
hardwired in to the back of a BBC, all doing 
different things and all clamoring for attention 
at the same time. Everything was going wrong. 
In the beginning were a few widgets, providing 
the essentials in life; strong, black coffee every 
half hour, gin and tonic intravenous drips, all 
driven from BASIC and everything was fine. 
Then along came more and more ambitious 
projects until finally, around the time of the great 
flea heart rate monitor, BASIC slowed to a crawl 
and finally keeled over onto its back with its legs 
in the air. Obviously a new approach was 
required so I switched to coding in assembler. 
After about an hour of fervent key-plonking I 
keeled over on my back with my legs in the air. 
This was serious. But wait. What was that? Was 
it a bird? Was it a plane? Was it Superman? No, it 


Standard 

Configuration 

Multi-User FORTH is a 
standard FORTH 83 config¬ 
uration onto which is bolted 
a host of goodies which 
make the most of the unique 
features of the BBC, not 
least of which is the above 
mentioned multi-tasking. 

As I said before FORTH is 
an interesting and very flex¬ 
ible language, sort of half 
compiled, half interpreted 
which means it's fast, like a 
compiled language but at 
the same time you can 
execute routines by direct 
command line in BASIC 
which makes it very interac¬ 
tive. It hinges around the 
creation of 'words'. Unlike 
other languages which 
have an unchangeable set 
of key-words, FORTH has a 
set of resident words and 
commands and then gives 
you the means to create 
your own words to do just 
about anything you want. 
The demonstration game 
was a good example. All the 
subroutines were first 
defined as words then all 
these sub-words lumped 
together into one word, 
OTHELLO'. Typing 
'OTHELLO' at the keyboard 
set the whole game off just 
as though it were a 
keyword. Try that in BASIC 
and all you get is an error 
message telling you you're 
an idiot. 


FORTH is an interesting 
language, Skywave's imple¬ 
mentation even more so. 
The reason for this, as the 
title suggests, is its facility 
for multi-tasking, which is 
just another way of saying it 
does a lot of things at the 
same time. Of course you 
can do that from the BBC's 
assembler using interrupts 
if you like but Multi-user 
FORTH does it a lot easier. 
How? I shouldn't have 
asked. Our muscle-bound 
friend in the corner made 
another of his dramatic 
gestures and the world 
exploded again in a flash of 
light — I wish he wouldn't 
keep doing that — and a 
manual the size of a small 
suitcase dropped into my 
lap alongside a demonstra¬ 
tion game of Othello written 
in the language. Find out 
for yourself' he boomed. 
Ask a silly question ... I 
tried the game first. It beat 
me three times on the trot 
so I ignored it — maybe it 
would go away — and 
turned my attention to the 
manual. 

Three weeks later . . . 


Multi- 
Tasking 


was some other lunatic in blue tights and the 
legend 'Skywave' emblazoned across his chest 
coming over the horizon at Mach 5 screaming 
'This is a job for Multi-Forth 83' in a voice that 
shook the very foundations. 

I tried to explain to him that I was very busy 
and would he mind going and sticking his head 
down a sewer, but he was very persistent, so, for 
the sake of a quiet life I sat down and listened. 
After a few minutes I was interested enough to 
ask for a demonstration. He stood up, pointed 
dramatically at the BBC and screamed 
SKYWAVE' loud enough to eat. There was a 
blinding flash of lightning followed by a deafen¬ 
ing clap of thunder and when I climbed down 
from the ceiling the VDU had cleared and a new 
message was displayed:- 

MULTI-USER FORTH 


own clock. Not only can you 
set them all off at once but 
you can make any of them 
start off by themselves after 
a preset interval or let them 
lie dormant with just a 
simple command. Naturally 
if you're running a lot of 
programs at once or access¬ 
ing discs it's going to slow 
down a bit but FORTH runs 
faster than a rat up a drain¬ 
pipe anyway so you've not a 
lot to worry about. 

Built-in 

Assembler 

This version of FORTH 
also has a built in 6502 
assembler which can be 
used to define words 
containing sections of 
machine code if you need 
even more speed but be 
warned it's like trying to 
speak Russian backwards, 
largely because of the 
Reverse Polish Notation 
(RPN). For those not in the 
know RPN is a kind back¬ 
ward maths. The reason for 
this is FORTH's extensive 
use of a first in last out stack 
for speed. For arithmetical 
operations you get some¬ 
thing I ike: - 

'2 3 + .' 

which means nothing more 
than add together 2 and 3 
then display the answer on 
the screen. What happens 
is that first the 2, then the 3 


get pushed on top of the 
stack, then the '+' tells it to 
grab the first two numbers 
off the stack, add them 
together and bung the 
answer back again. The '.' 
tells it to pull the top item off 
the stack and display it. 
FORTH is likethatthewhole 
way through — arguments 
come before the word 
rather than after it — and at 
first it's a bit like putting the 
reins on the wrong end of a 
horse, difficult and fraught 
with danger, but after a 
while it becomes second 
nature. 

Disc 

Extension 

The guy who wrote this is 
David Husband who Spec¬ 
trum users will probably 
know for his ZX81 -FORTH. 
This time he's gone well 
over the top. Multi-user 
FORTH uses a full 1 6K ROM 
and he still didn't have 
enough space, so there's 
also an extension available 
on disc. It should contain, 
among other things, a 
multi- tasking debugger 
allthough they're not sure 
yet 'cos they ain't written it. 

Electron users will be 
pleased to hear that they've 
not been ignored on this 
one, there's a similar ROM 
for them. All they need now 
is a socket to put it in. 


Skywave's multi-tasking 
setup is VERY powerful and, 
more important, simple to 
use, capable of handling up 
to 28 tasks at once — 
depending on available 
memory — each with its 


Multi-FORTH 83 for the BBC and Electron £45 00 + 
p&p + VAT. 

Multi-FORTH 83 De-Luxe system (disc) plus 
Advanced User Guide (BBC only) £40.00 +p&p + VAT. 























BIG K's US report from MIKE GOLD 



THERE isn't much time to 
make any pre-game adjust¬ 
ments, so hardware and soft¬ 
ware manufacturers alike are 
scrambling to complete their 
Christmas preparations and 
go out and grab their share of 
the pie. 

For a lot of companies, 
Christmas 1984 is do-or-die: if 
they managed to hang in this 
long, they must survive the 
Christmas season with sub¬ 
stantial profits. If they are in 
the hole, strong sales can pull 
them out. If they're breaking 
even, weak sales can blow 
them out of the box. 

And nobody's really strong 
— just ask Manny Gerard, the 
man who, in 1976, bought his 
company a growing firm cal¬ 
led Atari. 

Revamped 

Adam 

This winter is likely to be the 
last proving ground for Col- 
eco's Adam. Now in its third 
revamped form and backed by 
massive promotion and adver¬ 
tising campaigns, a massive 
Adam failure could sound the 
death-knell for Coleco, a giant 
— and rather ancient — toy 
and recreation concern.. 

It could also be the last sea¬ 
son for the IBM PCjr. The 
Junior has yet to set the world 
on fire, and IBM recently did a 
major revamp on the watered- 
down PC. They bucked up the 
memory and added a real 
keyboard — the improve¬ 
ments and price reductions in¬ 
dicate IBM may have to sell the 
machine at a loss in order to 
compete with Commodore 
and Apple. 

Junior's stuck between a 
rock and a hard-place. It is 
priced like an Apple II or a 
souped-up C-64, yet it is stuck 


with IBM's "business-only” 
image. It simply isn't very 
appealing to anyone who isn't 
a businessman or a hacker — 
and these types would rather 
have a "real" computer like a 
PC, a Macintosh, or an Apple II 
with all the bells and whistles. 

Indeed, the ongoing flood of 
computer magazine failures 
(the U.S. computer magazine 
market, like the software field, 
is glutted with far too many 
publications) has managed to 
take in its undertow each and 
every magazine dedicated to 
the PCjr, owner: If you possess 
a Junior, you have to read one 
of the many PC-oriented 
magazines to keep up with 
your machine. 

Two companies are not par¬ 
ticularly dependent on Christ¬ 
mas sales: Apple, and, oddly 
enough, Atari. 

Apple's still got a very solid 
item in the II series (lie and the 
new lie, which has enjoyed 
fairly respectable sales). For 
those with more money and/or 
heavier needs, Apple's Macin¬ 
tosh is still selling like hot 
cakes. 

In fact, now that IBM has 
standardized both their PC and 
PCjr, at 256K RAM, Apple has 
managed to lay their hands on 
fistfuls of 256K chips — this 
October, they dropped the 
price of the 128K Mac a bit and 
started selling, at a somewhat 
higher price, 512K "Fat Macs". 
Business software manufac¬ 
turers jumped for joy ... as 
IBM just moaned. 

128K Mac owners need not 
worry — in mid-Autumn, Ap¬ 
ple will be offering $995.00 up¬ 
grades to 512K, and they're 
throwing in two eagerly- 
awaited programs into the 
deal for "free". 

Atari's not sweating year's 
end. They're continuing to pro¬ 
duce 2600's and 800 XL's, and 


have dropped the price to 
$35.00 and $150.00 respective¬ 
ly. They are not dumping hard¬ 
ware — you cannot produce 
unprofitable machines if 
you're forced to dump. Atari's 
entire production has been 
committed to just a handful of 
huge chain toy and depart¬ 
ment stores. 

Just a few weeks ago, it 
looked like Atari wasn't going 
to survive a major cash flow 
crisis. But with crafty financing 
and savvy organization, Atari 
is talking about profitability by 
year's end. 


Atari Pull 
Fat From 
Fire 

Once again, Atari is pulling 
its fat out of the fire. The addi¬ 
tional hardware sales are 
going to support a ton of soft¬ 
ware, so gamers should not 
count Atari out just yet. 

So what's ahead for the sur¬ 
vivors? After Christmas, the 
Japanese launch their third 
U.S. invasion (following Pearl 
Harbor and the compact car) — 
the eagerly-awaited MSX 
machine. This powerful, inex¬ 
pensive system is expected to 
give Commodore and Atari a 
serious run for the money — 
and maybe the Apple II series, 
as well. 

Commodore must be parti¬ 
cularly distressed. Their C-64 
is such a continuously strong 
seller, they have been unable 
to get a more powerful unit on 
the market. The C-64 is a real 
winner but it's standing still in 
the water. In computers, big¬ 
ger is better, and today's Real¬ 
ly Big Deal could be next year's 
sitting duck. Just ask Coleco. 


There's a trend towards uni- q* 
form games packaging: 8" 
square, either in an Atari-like 
box-package format or in a ^ 
sort of record album-folder pi 
format. That will make the 
dealers real happy; the mess ^ 
of awkwardly sized packages re¬ 
makes their shelves look like LS 1 
Zoo Parade. Ql 

The most eagerly-awaited 
game? It appears to be an 
adaptation of Mad Magazine’s (c 
extremely long running "Spy 
Vs. Spy" series. The feature [jl 
started up shortly after Fidel 
Castro came into power 25 
years ago (it predates the p 
James Bond movies). The a 
game comes from First Star jQ 
Software, in a joint move with p 
Warner Software. The latter, of 
course, is Warner Com- C 
munications' post-Atari re- £ 
entry into the field. ^ i 

Lots of games are out now I 
for the Macintosh, including a p 1 
number of popular items like g 
Frogger, B.C.'s Quest For 
Tires, and the entire Zork 
series. An "original" game for 
the Mac is nothing more than 
an extremely clever adapta¬ 
tion of Centipede called Mouse 
Stampede, from Mark of the 
Unicorn (great name, hey?). 

Mouse 

Mouse Stampede is a lot of 
fun. Gamers use the hand-held 
mouse as the trackball, so you 
can move the cursor and fire 
all with the same hand. It isn't 
as quick as the traditional 
trackball, but it is a blast. 

So what's big Stateside? 

Well, the fastest rising new 
games are Sky Fox, and Realm 
of Impossibility, both from 
Electronic Arts (the former is a 
role-playing game, the latter 
an adventure thriller), Sea 
Stalkerfrom Infocom, and HES 
Games, from H.E.S. of course. 

This modestly-titled package 
is, hopefully, the last in a mam¬ 
moth series of sports games 
from nearly everybody on 
Earth — all to capture on what¬ 
ever momentum was provided 
by the Los Angeles Olympics. 

And the popular oldtimers? 
Sublogic's Flight Simulator II 
simulation game is still going 
strong; Microsoft's Flight 
Simulator I is hanging in, too. 
Epyx's Summer Games and 
Electronic Art's Julius Erving 
and Larry Bird (U.S. profes¬ 
sional basketball stars) Go 
One-On-One are also moving 
rapidly; maybe I was a bit pre¬ 
mature in my deep desire for 
an end to all the sports games. 

At least these two are selling. 

Computer games are a lot of 
fun, but if it's sports action 
you're craving for, you owe it 
to your body to get from under 
the chips and get onto the 
playing field. 

And that's today's public 
service message from Amer¬ 
ica. 
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The SWAG-man’s on the job to burgle 
the millionaire’s mansion. It r s full of 
beautiful, valudl^e SWAG ready for 
nicking! Unfortunately, he’s gate¬ 
crashed a fancy dress party apd the 
guests are in pursuit. 

Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG andJind the 
WAY.OUT! 


Arcddl^standard, 100% machine code, 
amazingly high resolution 

graphics, in<^pjible sound effects, the 
totally addictive'concept. 


SWAG is available now! On high speed loading 
Cassette or Disc from all good software outlets or direct 















































I 





death 


PROGRAM GUIDE 


/10IMD 




Recommended viewing 

Early Evening 

6.40 pm Cloak of Death 

Starring Ghosts Galore. Spine chil¬ 
ling, blood curdling, great gory 
graphics. Horror, shock in the early 
evening. Avoid the rats and crazy dogs 
-you’ll feel really good after this one! 

Written by David Coekrain 
Special Effects Dr Zambesi 
Directed Martin Edwards 
Produced Argus Press Software 


Mid-evening 
9.00 pm Quest for Eternity 

Starring The Overlords of the Universe 
The candidate (you) have to get to the 
Chamber of Creation. It’s a laugh a 
minute, since it’s 2000 light years away 
on the most horrible planet in the Uni¬ 
verse .. . and your starship doesn t 
work either! 

Written by David Coekrain 
Directed Martin Edwards 
Produced Argus Press Software 
Available for Atari, Spectrum 48K, 

CBM 64. 


Midnight Movie 
11.55 Star Force Seven 

Starring The Zurgs 
After a desperate space battle only 
fleet of heroes remain to prevent! 
invasion of earth. The future of huit| 
ity lies with you! 

Written by Ian Soutar 
Special Effects Ian Soutar 
Directed Martin Edwards 
Produced Argus Press Software 

Available for BBC, Spectrum 48K, 
CBM 64. 


Available for Atari, Spectrum and CBM b4 


For mail order, write with cheque/ P.O./card No. to: 


Mind Games, Argus Press Software Group, No. 1 Golden Square, London W 


99 


£1 


Aft* 








CBM 6 * 









































Here’s An Up-Front Saving On The 
Tandy 9 16K Colour Computer 2... 


Save £ 20 


16K Colour Computer 


^ •« ii f . j 


# Reg- Price 
^ £119.95 

■ 26-3134 


And Look At The Options Behind It! 


Rom Pak 
Socket 


I Simply plug in an' 
I instant loading Pro¬ 
gram Pak™ for ready 
to run software. 


Disk Drive 
Interface 


Accepts Disk 0 Kit > 
26-3029 £349.95 

Also Colour Disk 1, 2 
_ or 3.26-3023 £249.95^ 

V (Requires 16K and Extended BASIC) 


Allows hard-copy and 
graphics using a Tandy 
Printer From £79.95 


Choose a Tandy 
Computer Cassette 
Recorder From £34.95 


Simply plug into your 
T. V. set or take a look at 
the Tandy Colour T.V. 
range. 


Plug 


Colour 


Com 


Joysticks 


From 


puter 


£9 


95 


Pair 


Television 

Socket 



Colour Computer Software 

16K Software 

Cuthbert In Space. 

26-7308 £7.95 

Frogger. 26-7304 . £7.95 

Phantom Slayer. 26-7318 £7.95 
Electron. 26-7327 £7.95 

Composer. 26-7317 £14.95 

32K Software 

The King. 26-7350 £7.95 

Ice Castles. 26-7358 £7.95 

World of Flight. 26-7359 £7.95 

Pettigrew’s Diary. 26-7354 £7.95 

Operation Safras. 26-7355 £7.95 

_ « _ ROM Pak Software 

Androne. 26-3046 .£12.95 

Slay The Nerius. 26-3086 .£14.95 

Bridge Tutor. 26-3158 Save £15.00 £14.95 

Dino Wars. 26-3057 j£24^STSave £8.00 £16.95 

Math. 26-3150 Save £5.00 £14.95 

See These And More Colour 
Computer Software 
Programs At Your 
Local Tandy Store 


Starting Off Couldn’t Be Simpler! 

The easy way to start computing without the barriers to progress. Whatever 
your requirements the Colour Computer 2 is ready to accept it. Add 
peripherals directly and easily without costly extra interface connections and 
open up a computer world of programming, learning, graphics and more. 
Whether you want to battle against the household accounts or an arcade 
monster Tandy has the Colour Computer for you! 

26-3134 . £99.95 

16K Extended BASIC Colour Computer 2 Version... 

Saw £ ?0 £ 1 1Q 95 -EES- 

V V JL JL W Normal Price £139.95 

16K Extended BASIC Colour Computer. Includes advanced programming 
capabilities for spectacular graphics. Extra commands and features are fully 
explained in the inclusive tutorial manual. 26-3136 . £119.95 

...And Also Available As A 64K Version 

Save £ 30 £ 169!LSsL 

64K Extended BASIC Colour Computer 2. All the benefits of Extended BASIC 
plus a 64K memory mean the ability to create sophisticated programs and 
graphics. 26-3127. £169.95 


Take A Look At Tandy , Today 

Visit your local store or dealer and ask about our expanding 
range of microcomputers and software - we service what we sell! 
See Yellow Pages For Address Of Store Nearest You! 






















































































Without warning the alien ships 
invade your galaxy. Can your 
SENTINEL space stations delay 
the enemy long enough for you to 
prepare the planetary defences? 


launch PROTEUS, your attack 
craft , to clear your galaxy of the 
enemy. Armed with guided 
missiles you can attack in safety 

or can you??? 


You finally reach the alien 
home planet where you must 
destroy their base to win 

. the FINAL BATTLE! 


716 Llangyfelach Road, Treboeth, 
Swansea SA5 9EL. 

Tel: 0792 799193. 


Space Odyssey is four complete arcade-style adventure games suitable 
for 16K and 48K Spectrums. Written in machine code to give high 
performance graphics, each game is a complete space battle as 
well as being part of the greatest space adventure ever played. 

You choose the scene and make the command decisions. 

But be warned! The Aliens fight back! 

Space Odyssey comes as a 4 cassette pack 
complete with all playing instructions 
and is available only from 


To: Abacus Programs, FREEPOST, Swansea SA5 5ZZ 


Please send me _ Space Odyssey on 4 cassettes (as illustrated). 

I enclose £14.95 each (including postage and packing). 

• I enclose cheque/postal order for £- 

• Please debit my Access card no: i—■—■—i—■—■—i—■—■—«_i—<—i—I 


_Postcode:_ 

PLEASE ALLOW UP TO 7 DAYS FOR DELIVERY 




Signature: _ 

Name: Mr/Mrs/Ms 
Address:_ 


Your FIRE FLASH guided missiles 
must destroy the incoming 
Interplanetary Ballistic Missiles fired 
from the alien ships standing off 
in deep space. Only your 
command skill can beat off the 
attack so that you can ... 
























































Send a large 5. A. E. for our 
M5X LAUNCH PACK which includes a FREE GAME! 
Mr. Micro Ltd., 69 Partington Lane, Swinton, 
Manchester M27 3AL. Tel: 061-728 2282. 
TRADE ENQUIRIES WELCOME. 
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AUTOMATA thanks everyone who 
has taken DEUS EX MACHINA to 
their hearts . . . reviewers, whole¬ 
salers, retailers, the media, and most 
important of all, our public . . . 
THANK YOU ! 


1AM DUKY 
JON PERTWEE 
MELCROUCHER 
DONNA BAILEY 
and FRANKIE HOWERDin 


DEVS EX MACHINA 

WRITTEN AND DIRECTED BY MEL CROUCHER 


(Barry Norman, Radio 4) 

"Perfection, the aim of all of us!" 

(Popular Computing Weekly) 

"a completely new computer 
experience, rare and truly greatI" 

(Dave Freeman, Radio 1) 

"You've got to play it to believe it! 
This will get to Number One!" 

(Computer & Video Games) 

"The most original concept since 
the Spectrum was a gleam in dive 
Sinclair's eye. The computer 
equivalent of Pink Floyd's 
The Wall..." 

(Thorn EMI) 

"The first computer program to 
inspire a cult following. To be 
without it is to lose social standing!") 

(Crash Magazine) 

"There are few things in life that 
can be called global certainties,.. 
this is one of them! Hypnotic, 
emotive, noble, humorous, absolute 
excellent ..." 

(Home Computing Weekly) 

"To call this a game is an insult. 

It's a stunning and profound 
audio-visual experience. 

Instructions 100% 

Playability 100% 

Graphics 100% 

Value for money 100%" 

DEUS EX MACHINA - 
Amstrad and Commodore 64 
versions available soon! 


CRUSOE.48K Spec £60 DEUS EX MACHINA.48K Spec £15[I 

PI-EYED.48KSpec£6n GOTO JAIL.48KSpec £60 

PIROMANIA .... 48K Spec £6n MORRIS MEETS THE BIKERS .. CBM64 £60 

PI-IN'ERE. 48KSpec£6D MORRIS MEETS THE BIKERS .. Any Spec £60 

YAKZEE .. Dragon/48K Spec £50 PIMANIAC T-SHIRTS (state size).Price £5(H 

'BACKCHAT' Speech Synth. CBM64 with Software & Programming Book.£250 

PIMANIACS CLUB for 20% off all products,etc. Annual Subscription UK £501 Overseas £70 


PIMANIA.48K Spec £10O 

OLYMPIMANIA.48K Spec £60 

PI-BALLED. 48K Spec £60 

DARTZ. 48K Spec £50 

NEW WHEELS JOHN? 48K Spec £50 
Piman's Stereo L.P. Cassette .... £30 
Piman's Greatest Hits Vol.2 .... £3( 1 


/ enclose the right money , or debit my ACCESS/VISA Card. My Card number is . Expiry Date.. 


Card holder's signature . 


Card holder's name .. Tel. Number.. 


Card holder's address . 


Post Code . 


NO EXTRAS! AH our prices include VAT and Postage & Package. 24 hr.—CR EDIT CARD HOT LINE (0705) 735242. 

Send your order and payment to: AUTOMATA U.K. LTD. 27 HIGHLAND ROAD, PORTSMOUTH, HANTS. P04 9DA, ENGLAND. 










































pi 


2. Then 


keep !? 9 ou^boundtov>^ . 

'■■ national sc ^ 


REM 
REM 
REM 
REM 
REM 
REM 
REM 
REM 
REM 

REM *** **■* 

E E M * •>:• x- * -x x x * x x x x- x x x x x x x 
VDU26 

PRINTI AD <6,28) ;"Pr 


X X X X X X X X X X X X X X X X -X X X 


WORLD TIMES 


wr :L t.ten by 
J Humphreys 


L :i. s t i nq 


SPACE BAR tc 


cont :i. nue" 
140 B™ : GE I 


TF' BOS/20 THEN 1.40 
ON ERROR PROCr^wr J s BR TR -4i 

■itKEY 1.0 0„ Hi I. Hi 

MODE 7 

VO!J 23;; I. 1 ;; Or, 0; Os O 
FOR A=1 10 25 

PR I NT CHET ( 1. 3 1. ) s CURT- < 15 7 ) 5 CHET < 1. 3? I 


220 NEXT A 

230 F0RA7> 1. T 02 s PR I NT TAB ( 1 3 , A%) 5 CHET (1 j 
29) 5 CHET < 1.41. > ; 11 WORLD TIMES" s NEXT 
240 PR I NT TAB ( 1 . 2,3) 5 CHET < 1. 34) 5 ' 


250 90028,3,9,39,4 
2 6 0 P RIN T" i h i is p r o q r a m w :i. I. I 
© n t e r t h e p r e s e n t t i m e , 1 


» i< VDU t 


Prog continues on 


r. r M * * * * * * * * * ** * * * * * * * * 

REM *** WORLD I 1 Wt-b *** 

REM *** 

xxx written 
REM *** J-Humphreys 
RFM ■*** 

, reM *** 27/7/84 

, REM *** Li sting 1 

REM *** 
j REM ***\ 
t ON ERROR KUN 
0 *KEY 10 O.!M 
0 M0DE1 

0 PWCwrUing<;;W0RLD;;,5^ 

iO PROCwriting V* 

'0 COLOUR 3 

,0 VDU28,13,22-,2o,1/ 
iO CHAJ-N" " 

;>0 END 

•t;o DEFPROCtitle 

4 0 VDU29,640; 512; -» 

£ F0RA®0T0RAD90STEPRAD. 8 : X7. 

==350*SXNA . rnY-9 .X7., V/.: PL0T69 , 

/(..) F I.. U l '•••* > ■« A • . ... hirvTft 


550*COSA 


' 1 So ££», U »wlo , 40 , HOOEO . 40 , PLOT®. 

25,40 . nT nc ; . . 40 

3 5 U MOVED, 40: E LQ0 ^» y:, ( ;. )0 
I on HOVE 25,40: PLO I oo , - , - - 

51 ”f°40,O: M OO E OO,0:PLOT8 5 .00,2O 

:1c'i. MO' >F 80.0: PLOT8t>, 6u , -U.. 

360 M0VE60,20 : PLXH05,300,0 
3 /0 OCOLO, 0 s FLU I » ■’ ■> •• ’ " 

380 VDU4 
TOO r : iUM : ’EOC 

400 ori PROCwriti-nqitt*,s>.. 

410 COLOUR I b 72 

470 AX=S<«:/i.- 

430 FOR dX-1 HJ LbWv-i-.. 

440 BT=M ID* 1P* -■ ^ '* '■ ' ' ___, 

450 ?b=ASC <B* > , b?2 , b?2 , b?3, b?3 , 

4t .O VDU23,224 , b : > - 1 ' 1 t 

b?4,bV4 ... b 25 ,b? 6 ,b? 6 ,b//,b ; o •. 

470 VDU23,22b , b i • i b 

b 28 , b 28 

480 OCOLO,! c-j . c HR*224 

So SSS':®'"'®® 

Sj o HE X I 
>0 ENDPROC 
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7 O P RII IT " G r 0 0 n w :i c h M e a n 


T :i. me < G „ F'i „ i ) 
24 hour 
Hours fol1 


to he written in as a 
280 PR I NT " c 1 oc k w i. t h t h 
o w e d b y t h e m i n u t e : ; ;j.. '' 

290 90U26 

300 PR J NT TAB < 4,9) ; Cl IRT < 129) ? " eg . Si 
310 PRINT TAB<3,10)?"If the time was e 
i gh 1 v..th:i rty :i n the" 

320 PRINT TAB <3,1.1.) ; "afternoon you. won. 
.1 d wr i te i " 

330 PR I NT TAB ( .1. 4 , .1 3) ? CHRT ( 1 32) ; CHRT ( 1 4 
1 ) 5 "20 s30" 

34 0 PR I NT TAB C .1 4 , i 4 ) n CHRT ( .1. 32) ? Cl IRT ( 1 4 
I ) ; "20; 30" 

330 9 DU 2 8 ,3,2 :l ,39,16 

360 PRIN'P’pressinq RETURN to sp'l. it. t 
hem up. You can then pick any of the " 

3 7 0 P R I N T '' c: i. t :i. e s an d 11 ■» e t. i m e s i. n 
those various cities will be "; 

380 P R I N T " r e v e a I. e d a 1 o n q w :i. t h t h e c o 
u n t r :i e 111 a t 11 ) e y a r e 1 o c a t e d '' 

390 9DU26 
400 PR0Cspace 
41.0 B=GET 

420 IF B< >&20 THEN 410 ELSE GOTO 430 
430 CL'S 

440 9 DU 231; .1 .1 ;; 0 00; 0 

450 FOR C=1 TO 25 

460 PR I NT Cl SET < 1 31. ) ; CURT (1 57 ) 

470 next r: 

480 PR IN I TAB (9,5) ; CURT ( 1 4 1 ) CURT < 1 32) 

;"What is the time 7" 

490 PIT IN I TAB (9, 6 ) 5 Cl !RT ( .1. 4 .1. ) 5 Cl IRT ( 1 3.2) 

;"What is the time ?" 

500 PIT .1 N I TAB < .1 0,1. 5 ) CURT ( 1. 29) ; " 1 I ME- " 
5 I 0 PR IN I I AB ( 1 7,15) 5 Cl IRT ( I. 29 ) 5 " s " 

520 9DU 31,16,IS 
530 INPUT ""HR 

540 IF HR< I OR HR>23 THEN PROCerrorsB 
0 TO 430 

550 v'DU 31,19,15 
560 INPUT " "ITIN 

5/0 IF IT IFK 1 DR IT IN >59 THEN PROCerror 
:: GO TO <130 

580 PROCspace 

5 9 0 r i n e 11 r k 6 o a o o i • i t i n * 6 o o o 

600 14 I 'I A 1 

6 I 0 PROGt i me 

620 PR I IT I I AB ( 1 2!, 4) ; Cl IRT < 1 4 1. ) Cl IRT ( I. 29) 

HR;; " s " IT I N; "5 " SEC; SPC < 10) 

630 14> I IT I I AB ( I 2 , 3) ; CURT ( .1. 4 1. ) Cl 117T ( 1 29 > 

I IRs " : " ; IT ITT; " :: " SEC; SPC ( 10) 

640 X=INKEY(0) 

650 UNTIL X-&20 
660 NODE 7 

6 70 9DU 23; 8202;050;0; 

680 FDR A~ :l. TO 25 

690 PR C NT Cl IRT ( 1 35 ) ; Cl IRT ( 15 7 ) 

700 NEXT A 
710 FOR n=l TO 16 
720 READ CHO,CT,LOT,DIF,MDIF 
730 PR INT TAB(3,n*-2);CURT<129) ;n 5 TAB<3 
) ; Cl IRT ( 1 30 > ; CT 
740 NEXT 

750 FOR n= 1 1.0 16 

760 READ CHO , CT , LOT , DIF , FID IF 
770 PR INT TAB(19,n K 2)5 CURT(129) 5 n+i 6 ;T 
AB(3);CHRT(130);CT 
80 NEXT 

90 PR I NT I AB ( 1 2,1 9) ; Cl IRT (1 29) " 33 " 5 Cl I 
RT ( 1.30 > ; " To End " 

800 PR .1N I TAB < 2,20) ; CHRT < 1 34) ; " Wh i ch c 
ities time do you want(1 -33)?" 

810 PR I NT TAB < 12,1 ) 5 Cl IRT < 1 29) 5 " G. M. T. = 
820 REPEAT 
830 REPEAT 
840 PROCtime 

850 PRIN T1AB(20,1) ;HR; "s " 5 MIN 5 "s "5 SEC 5 
SPC( 10 ) 

860 P R 0 C d 0 1 e t e 
870 9 DU31,2,21,129 
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I Nt '111 " "Cl I 

UNTIL Cl I >0 AND Cl I : 34 
I I Ci 1-33 MODE7: END 
RES I UI\E\ 1 060 

READ CHO , CT , LOT , DIF , FID IF 
IF CHOCIIO GOTO 920 
PR I N r T AB ( 6 ,21 ) ; Cl IRT ( 1 33 > ; CT 
PR INT IAB< 20 ,21> ?CHRT(130) ;LOT 
I IR-FIR i DIF 
MIN=MIN+MDIF 
IF MIN>60 THEN LET MIN=MIN.60sHR=H 

I F ( I | N •: 0 IT IEN I E I I II 14-F'l 114 i 60 ; FIR-HR 


I F I IR > 
IF HR 
PR I NT 


54 II IF. N LEI HR-HR 24 
1 THEN LET HR=HR+-24 


tab (:: 


■1 ) ; Cl IRT < 133) 5 HR? " s " ; 


:l 030 F 0 R X -1 70 4000 s N E X I X 
1 0 4- 0 P R 0 C d e i. e t e 
1050 UNTIL FALSE 
1060 D A I A 1 , A t h e n s , G r e e c e , 2 ,, 0 
I 0 7 0 D A I" A 2 , A u e k 1 a n d , N e w Z e a 1 a n d , 1. 2 , 

1080 D A I A 3 , B o mb a y , I n d i a ,.5 ,.30 

1 090 D A T A 4 , B o n n , W. G e r m a n y , 1,0 
1 1 .0 0 D A T A 5 , B u e n o s A i. r e s , A r q e n t i n a , > 

1 1 1 0 DA I'A 6 , Ca i r o , Eg vpt, 2,0 
1120 DATA7,Ca1cu1ta,India,5,30 
1 130 DATAS,Cape T own,S.AT rica,2,0 
1. 1. 40 DATA9 , Ch i c ago , U. S.. A, - 6 ,0 
1150 DATA10,Copenhagen,Denmark,1,0 
1160 D A T A1 :l. , D a r w i n , A u s t r a I i. a , 9,3 0 
1. 1. 70 DA TA 1 2 , Dub 1 i n , I re 1 and , 0,0 
1. 18 0 D A "I" A1.3 , I T o n q K o n g , C h i. n a , 8 ,0 
1 1 . 9 0 D A I A1. 4,L. o n d o n , E n g 1 a n d , 0,0 
1 . 200 D A T A15 , L o s A n q e 1 e s , U» - A. , • B , 0 

1.21 0 DATA 1 6 , Nad r i d , Bp a i n , .1. , 0 
1 220 D A I A .1. 7 , FI e i c o C i t y , FI e x i. c: o , - 6 ,0 

1 2 3 0 D A T A .1. 8 , M o n t r e a 1 , C a n a d a ,.5,0 

1 2 40 D AIA . 1 .9 , FI o s e o w , U. 8 S. R. , 3,0 
1250 DATA 20 ,New Yor k,U» S.A» , -5,O 
1260 D A I" A 21. , P a r i. s , F r a n c e , 1,0 
1270 DATA22,Pekinq,China, 8 ,0 
1280 DAT A23,Perth,Austra1ia,8,0 
1.290 D A T A 2 4 , Q u e b e c , C a n a d a , 5,0 
. 1 . 300 D A T A 2 5 , R o m e , 11 a I y , 1. , 0 
131 0 D A 1 1 ,2 6 ., S a n F r a n c i s c o , U.. 9. A 
1 320 D A I" A 2 7 , S i. n q a p o r e , A s i a , 7 ,3 0 
1 330 DATA28,8ydnsy , Aust r a 1 i a , 1.0 ,0 
1 340. DA i"A29 , ! okyo , J apan , 9,0 
1.350 D A T A 3 0,9 a n c o u v e r , C a i "i a d a , • 8 ,0 
. 1 . 360 DAT A31. , Wash i n g t on , U .. S . A . , ••• 5 , 0 
1.370 D A T A 3 2 , W e l l :i. r "i g t o n , N e w Z e a 1 a n d , 1 2,0 
1 . 380 DEFPRGCer r or 

1 390 PR I N T TAB (1 .1. , 1 3) ; CA IRT < 1 29) ; " TI ME I 

8 INCORRECT" 

1400 FOR D=i TU 1000;NEXT D 
1.410 ENDPRGC 
1 42 0 0 f:. F i :: ' R 0 C s p a c e 

1 430 PR IN I TAB (6,23 ) ; Cl IRT ( 1 35 > ; " PRESS " ; 

CHRT(132);"SPACE";CHRT<135); 

1440 PRINT"BAR TO CON I IHUE" 

1450 ENDPRGC 

1460 DEPPROCdelete 

1470 9DU31,39,21 

1 480 I 0 R I - 3 9 I 03 8 ' i' E P • 1 

1490 9DU 12 7 

1500 NEXT' 

1.5 l 0 ENDPRGC 
1 520 D E F I' •’ R 0 C t i m e 

1 530 IF i I ME >8640000 THEN TI ME.'- TIME-864 


(TINE DI9 100) MOD 60 
(TIFIE D19 6000) MOD 6 C 
me: D19 360000) MOD > 


• 8,0 



:r epert 

U. 7 ENDPRGC 

FTY I N i " at line " ; ERL. 
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TURBO CHARGE 


YOUR SPECTRUM 
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Outperforms any Spectrum interface 

The unique Turbo interface from Ram gives vm i all these rv /M i ^ L^l l! AAf 1 Jl Ar / a 


The unique Turbo interface from Ram gives you all these 
features - and more - in one unit: 

* A variety of interfaces including Rom cartridges, two 9-way D plus 
for standard joysticks, PLUS full expansion bus at rear 

* Compatible with Kempston and Protek protocols. 

* Works with latest Quickshot Mk II auto rapid-fire joysticks! 

* Choice of Rom cartridge or tape cassette software. 

Instant program loading with cartridge software. 

* Built-in power safety device - unique to Ram Turbo. 

* Full one year guarantee. 

* Immediate availability- 24 Hr despatch on receipt of 
PO./creditcard details (cheques-seven days). 

* Incredible value - only £22.95. 

So don’t wait around - simply complete 
the coupon and send it to us today. 


Or call our credit card hot line on 02514 25252. (Access and 
Visa welcome). 

5 am Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire 
GU138PA. 

^ Please send me: 

-Spectrum Turbo Interface® at £22.95 

+ £1 P+P (overseas orders £3 p+p) 

-Quickshot II Joystick® at £9.95 

(Onlywhen purchased with Turbo-normally £12.95 + £1 p+p) 

I enclose cheque/postal order or charge my Access/Visa for: £ _ 

E3 IS! 

Name_ 

Address 


TURBO 


To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire GU138PA. 

--- BIG K | 

Trade and export enquiries welcome. 
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Taskset § 


We're only writing games, and we're only writing for the 64. Rely on us to bring you the greatest games, 
the greatest concepts and the greatest value. 



The complete deep 
space saga. A radical 
joystick action can bring 
inspired flexibility and a 
horrific kill-rate. The 
outstanding graphics 
include highly detailed 
craft and lots more than 
eight sprites at once. A 
full music and effects 
sound track 

accompanies the action. 
All these features 
combine with player 
options and a top 20 hi- 
score table to set new 
standards in hi-tech 
slaughter. 




^ paoeoair ^ 


A brand new character 
game. Poor old Bozo, all 
he has to do is to get 
home after a night out 
with the lads. That’s 
easy until a wobble 
becomes a lurch and a 
stagger. Later into the 
night, all rules go out of 
the window as he 
disbelieves what’s 
happening in front of his 
blood-shot eyes. An epic 
journey with ultra¬ 
smooth graphics and 
sprites which run rings 
round normal games. 



SUPER PIPELINE 

Keep the pipeline open. Foreman Fred and 
Plumber Pete have their work cut out. The evil 
ladderman drops metal wedges to plug the 
pipeline - and only Pete can fix ’em. Pete trusts 
Fred to defend him against the six-legged 
Venusian pipe spiders and the hard case lobster 
while he knocks out the plugs and restores the 
flow. Full accompanying music and effects, 
options and hi-score table. 

JAMMIN’ 

Unlike anything else, a totally musical game yet 
highly colourful. Guide Rankin’ Rodney through 
the top 20 mazes - each with an interactive rock 
sound track. Gather the instruments and make a 
band but watch out for bum-notes, dischord and 
that most deadly effect - distortion. If you’ve 
never heard the full music capabilities of the 64, 
grab an instrument and join the band. 

COSMIC CONVOY 


All available now on cassette or disk. 



Just surviving is not good enough in this giant convoy. Control 
three fighters at once, to defend the huge transporters as they ply 
between the planets. Only those transports reaching planetfall will 
gain galactic credits, and no-one expects promotion for losing the 


entire fleet. Which freighters must be sacrificed to get most cargo 
to the next planet. Full sound options and hi-score table complete 
the arcade package. 


TASKSET LTD - The Specialists 

Naturally, everything we've written for 
the 64 is available on either cassette or 
disk. 

Selected titles available from: 

W H Smith, Boots, Menzies and all good 
computer stores. 

Major distributors include 
Microdealer UK, Websters, Centresoft 
and P.C.S. 

All games are the exclusive copyright of 
Taskset Limited. All rights are reserved. 
Be warned, infringement of those rights 
is an offence. 


cassette 



© MCMLXXX1V TASKSET LTD 13 High Street, Bridlington, Yorks YO!6 4PR. 0262-73798 


disk 




Taskset Ltd 

13 HIGH STREET BRIDLINGTON Y016 4PR 

ACCESS ORDERS (0262) 73798 24 HOURS 

Dealer enquiries welcome (0262) 602668 
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The Red Kipper Flies at Midnight 


Y OU GET HOME ONE EVENING to discover a message on your 
answering machine. Something you’d thought hidden for good 
has reared its ugly head once again. Valkyrie 17 is active. 

Over the next five nights a series of frantic phone calls con¬ 
vince you that the matter deserves further investigation. Tou receive 
a dossier on the activities of Valkyrie 17. Pieced together from frag¬ 
mentary reports culled from the last forty years you slowly begin to 
put the whole thing together Drakenfeur, Heinrich and Reichsmullet 

The badge pressed into your hand on the station at_ 

And that last desperate call for help from the Glitz Hotel overlooking 
Lake Bruntz. 

V)ur cover is good. Very good in fact. \bu spend a few 
days sniffing around and then head up towards Lake Bruntz. V>u 
check in to the Glitz Hotel. It’s the last lead you have. You seem to 
be getting nowhere. 

Then on your way to the bar you sense a movement in the 
shadows. \ou feel a blow on your temple. And everything goes black... 

Valkyrie 17 is an Adventure featuring both graphic and text 
locations. lou will meet several different characters some of whom 
may help you while others see your demise as their sole purpose in life. 

Included in the pack is a comprehensive dossier on Valkyrie 
17. On the reverse of the cassette tape are the answerphone messages. 
And then of course there’s the game itself. 


HINTS 


Watch your back, try not to get killed and mind your langi 

The RamJam Corporation cannot accept responsibility for injury either mental or physical cai 
playing of Valkyrie 17. Furthermore the existence of these words affects your statutory rights. 

© RamJam Corporation 1384. 

(Although why we bother heaven only knows). 


Valkyrie 17 is distributed by Palace Virgin Gold, 69 Flempton Road, London E10 7NL. Telephone: 01-539 5566. Available from all leading wholesalers. 


LOADING TIME 

514 minutes. 

MICRODRIVE X/FER FUNCTION 

LOCATIONS 

100+ 

FUN FACTOR 8 

LEVEL 

? 


SOUND 

Beep Beep 
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HOTEL 


8 REM BAR SHOOT INS 
3 AA=73:BB=180:CC=i03 
5 RESTORE:SC=0 

T P0KE36879,25:REM SCREEN COLOUR 
3 30=36876 ¥=36878:REM SOUND & VOLUME 
ii REM DATA FOR AS 

13 AS= n " F0R1 = 1 TO 27:READA:AS=AS +CHRS(A 

> NEXT 

15 DATA13,158.,46 17 157,157,14b , 172 , lb , b 
2,17,157,203 17,157 146,28,223 18,223 
17 DATA17,15" 15~ 169 146,169,144 
IS REM DATA FOR C-S 

21 ?s="• FOR 1 = 1 TO 35:READA:SS=GS+CHRS <A 

> NEXT 

23 DATA144,175,18 IT 157,162,162 162,164 
164 164.145 157,146 172,17 17 


TATA157 , 

• T7 =”7 

285, 

283 18 

: 32 : 223,14 

.17"•157 

”157T162 

,223 

,18,32 

, 146 

REM EATa 

F- 5 = : ' ; : p C 

-OR 3$ 

R 1 = 1 ~ 0 

12 : 

REAI>A : 

B*=B$+CHR*' 

NEXT 

2 A IA31, 1 

6 " IT.17 

7 = 16 

7 = 164, 

165 .. 157,145 


. 167 : 281 

3 3" REM OAT a -;.R 15 

31 ” -j.= ■■ . F OF I = i 7 C xx : RE AO A : C$=C$ ^CHR = ' : ~ 

r 5:iSiiEX7 

3~- 3 AT A31 . 33 32,32,17,157,150.15 it: 

7 i? i" , 167 18,33.146,32,32,147,157 177 
33 DA T rii" ; 1 “7 .ibi 2 2 
_ Ast768 0 ; B; = 22 E = A -19*2^12 ■ 7=b 
a7 -Fly- L 

a~ = 3 :saloon 5 - 

4S r A” jAME=~ T * 6 A=h 
7Z ~ 5 = 

rr *7 p p ’ Kj T T pj p x \ p £ 

= s thFnPP tF0RI = 1T06 RRI'- 

1' T =5;TN- PRINT" " 

6. ;p3 : = 8*-E""0PI = iT06 :RRINT 12 m NE-- ’ 
PRINT 

si : r s:=0'4Ex--;', t' - - i ■ 

S5 SRS'NX IJ 117 Si 
















































































135 PRINTTAB(16)" 

137 PRINTTAB <19)" " RETURN 

13? RETURN 

141 IF F<0THEN147 

143 REM TEST FOR SPACE BAR 

145 GETK* : IFK*0 " " THENFORJ=1TO20 : NEXT : R 

ETURN 

14- F=F-i: IFF=-11THENF=0 .-RETURN 

1 -? IFF -'-2THENP0KE36877 0 : POKEV,, 0 ; G0T015 

151 P0KE36E7? 190;POKEV.15 

152 REM CHECH IF HIT 

153 P=PEEK (E-2+F; IFR=1THENRETURN 

1 Io_, IFP=AA0RP=BE0RP=CCTHENG0SUB161;R=1 R 

4 JRN 

15" P0KEE-2+F 11?;POKEE-2+F+30720,0;POKE 
E-l+F , 32 ; POKE-3098,32 

159 RETURN 

160 REM HIT 

131 SC-3C + 1 F0RJ«1T02#SC:P0KEA+3*B+J- 32: 
NEXT 

133 FORJ=1T02*SC ?0KEA+4fcB+J,32:NEXT 
135 FORE1*1TOE 

137 POKEV,15 FORZ=200TO230:POKESO , 2 : NEXT 
; ' ORZ=230TO280STEP-1: POKESOZ :NEXT : POKES 


37 PRINT” | . 

69 PRINT" IS I ! ! | | 

7i PRINT" ia i HI i ! iH i i 1 

73 PRINT” ||,B11BI1| 
75 PRINT" ia '«N!S» 11 

77 PRINT" ISiB) iasi 1 n 

79 PRINT" | a i_ 1 i I j__ 

81 PRINT LEFT*<2*. 19 )TAB<131 € 

83 IFHC1THEN50SUB183 

84 REM FILL CLASS 

85 POKEV 8 FOR I = 128T0248 ; POKE 
-1 , I 

£7 IF 1/8* IN’- THENPRINTLE 
AB < 18 - ! M 13* (I 1 * , j . 1 ) ; J=J + l 
89 NEX T POKE30,8 : POKEV.9:POKE 
91 POKE198 8 :REM CLEAR KEABOA 

93 PRINTTAB-19)"» " 

94 REM MOVE GLASS - 

85 FOR I = 17TO03TEP-1 PRINT"*— 
I"C*:G0SUB141 IFI=13THENG0SUB 

97 NEXT 

98 RE|» MOVE GLASS DOWN 

99 FOR 1=1 ”0 13:PRINT LEF7*C 
" G0SLB141■NEXT -PRINTLEFT* Z* 
101 PRINTZi g’ 

1 8 P 0 K E E—4 - F 3 2 
104 REM SMASH GLASS 

185 P*="- _" 

107 POKEV 15 "0KE36877.280 
109 FOR I = 1T016 : FR'INTM lit* <F$ , I 
13-1 FORJ= 1 TO 200 -NEXT:NEXT 
111 P0KE3SS77 ,6 
113 PRINT2*"C 

115 PRINT"_O" : 

NEXT:PRINT" 0 

117 SOSUB 131 

119 F=9:H=i:NEXTGAME 

121 GOTO173 

122 REM SUB TO MOVE ARM 

123 PRINT" 8 — 88 "TAB< 19)"B“ 


l _ 5 :fS'I*6ThEnPRINT :, a SHARPSHOOTER" :FRIN 
30 I TAKE I' LOU DON 'TWANT A DRINK"-"' 
1"7 FOR 1 = 1 TO 8080 NEXT:H=1;IF SC=6 THEN 
i’B=AA 

179 IF SC*5AND B3=AA THEN CC=AA 

181 GOT 05 

182 REM INSTRUCTIONS 

183 READX*•IFX*="#"THEN RETURN 
-65 FOR 1=1 TO LEN(X*) 

167 PRINT"HB ' T AB(28)MID*<X* ,1,1) 

Izr PRINT"aB"CHR*<20) : FOR BELAV=i TO IP 
0 NEXT 

131 NEXT I .GOTO IS3 

193 DATA"BEAR SHOOTING*"." THE BAP T 

ENDER WILL FOUR YOU A BRINK.",” AND " 

195 DATASLIDE IT ALONG THE BAR TOP... YO 
U MUST SHOOT THE GLASS ....BEFORE IT HIT 

197 DATA” THE FLOOR ...USING THE SPACE E 
AR TO FIRE......FOLLOWING 6 HITS " 

199 DATA"IN A ROW, THE GLASS WILL ONLY B 
PEAK IF THE BULLET STRIKES THE HANDLE.." 
201 DATA"YOUR FIRST DRINK IS COMIN' U 
_ F 

&ENfcf: 203 DATA"# 

READY 


FORJ=1TO208 


S" :RETURN 
TAB(19)" 
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1UP>000000 HX>000340 
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= 2 PART TWO 

player 


Two months ago we covered the very basics of 
PM graphics, which will have been enough to 
let you do a bit of experimenting. This time we 
will continue by looking at the remaining PM 
'embellishments', but first, a few words to 
reinforce the ground covered last time, and to 
allay any misgivings which may have arisen. 

If you have been trying out your newfound 
skills, then you may be a bit concerned about 
the amount of memory gobbled up by PM 
graphics. Of course, if you've got a 48K 
machine, then you probably won't even have 
considered this, but us poor guys with only 
16K can't afford this sort of wastage 
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MINIMISING 
RAM USAGE 
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even 
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to it and move it onto the screen, 
then the display list, which will 
have been interpreted as PM 
data, will show up on the screen. 

Similarly, if you are only using 
the first two players in single line 
resolution, you can get away with 
setting PMBASE to an odd (IK) 
boundary rather than , an even 
(2K) one, so long as you have your 
2K of PM RAM. This means, for 
example, that in GR.6 you could 
use page 44 instead of page 40. 
Combining the two 'economy 
measures', you should even be 
able to push this up to page 48. 

If you want to use PM graphics 
to the full, with the minimum of 
RAM usage, the safestthing todo 
is to use the top 1 K or 2K of the 
machine, reserving the space by 


re-setting the MEMTOP pointer. 
(You won't be able to use the 
'strings' techniques described 
earlier though). 


3D MOVEMENT 


Since we have already 
discussed the size registers and 
changing a player's shape, let s 
take a brief look at simulating 3D 
movement. 

By judicious use of the size 
registers and suitable shape 
tables' a player shape can grow 
from single pixel size, to a width 
equivalent to 32 pixels. (That s 8 
GR.O character widths). Further¬ 
more, by grouping players and/ 
or missiles together as required, 
your PM shape can grow in size 
till it covers the entire playfield 
area . . . Plenty of scope for 3D 
movement effects there. __ 


IN PASSING 


I'm always tickled pink when I 
can see a shape on my TV screen 
disappearing behind another 
screen object', and then catch 
glimpses of it through various 
'holes' in the object. 

To introduce a new technical 
term, you won t be earth shatter- 
ingly astounded to learn that the 
shape which 'disappears' has a 
lower screen PRIORITY than the 
one that doesn't. In fact, to be 
i absolutely correct, it is the 


colours used to print, or plot, the 
shapes, which are given 
priorities. 

You can specify the priorities 
for various combinations of the 
player (PL) and playfield (PF) 
colors by using the 'GPRIOR 
register at location 623, which is 
the shadow of PRIOR, at 53275. 
(Remember what was said about 
shadow registers?) Only the first 
4 BITS, D0-D3, are used to spec¬ 
ify priorities, and to get the 
desired effect, only one of these 
bits should be set at a time. 

Figure 1 illustrates the effects 
achieved by setting each of the 
bits. Note that, as is to be 
expected, the Background 
(border) color always has the 
lowest priority. 


CRASH BANG 
WALLOP 


What happens if two 'shapes 
meet, and you don't wantthem to 
just sail past each other? 
Well ... to complete the PM 
graphics 'package', ATARI have 
1 provided collision detectors as 
shown in table 1. These are 'read 
only' registers, and again only 
the first 4 bits are used. 

When a collision occurs, a bit, 


ADDRESS NAME 

53248 MOPF 

53249 MlPF 

53250 M2PF 

53251 M3PF 

53252 POPF 

53253 PI PF 

53254 P2PF 

53255 P3PF 

53256 MOPL 

53257 Ml PL 

53258 M2PL 

53259 M3PL 

; 53260 POPL 

3 53261 PI PL 

“ 53262 P2PL 

H 53263 P3PL 


corresponding to the color type of | 

the object encountered, is set in 
the appropriate register. For 
example, if missile Ml collides 
with a PF3 shape then bit D3 of 
register at 53249 is set. If it 
collides with PLAYERO, then bit 
DO of 53257 is set and so on. 
So . . . if you want to go to an 
explosion routine whenever Ml 
collides with PLAYER 2, then 
every time you move either of 
them, you must check the value 
at location 53257, to see if bit D2 
has been set. This value may 
indicate that some of the other 3 
bits have been set, which means 
that a different collision, or a 
multiple collision has occurred, 
and this may or may not matter 
according to your requirements. 
Simple eh? 

Obviously you won'twant to be 
stuck with a never ending explo¬ 
sion,so you will havetoclear that 
bit in the collision register some¬ 
how. You can't poke it because it 
is read only., instead you use a 
register called HITCLR, at 
532278. Any value written into 
this register will clear all of the 
collision registers. Once the 
registers are cleared, HITCLR will 
automatically be set to zero 
again. 


PM SHAPE 

MISSILE 0 
MISSILE 1 
MISSILE 2 
MISSILE 3 
PLAYER 0 
PLAYER 1 
PLAYER 2 
PLAYER 3 
MISSILE 0 
MISSILE 1 
MISSILE 2 
MISSILE 3 
PLAYER 0 
PLAYER 1 
PLAYER 2 
PLAYER 3 


TYPE OF 
COLLSION 
PLAYFIELD I 






























APPLICATIONS 
OF PM 
GRAPHICS 


If the mention of Player/ 
missile Graphics conjures up 
images of tiny space—ships and 
flying saucers flitting about the 
screen, then try to get this associ¬ 
ation out of your mind. You can 
do a lot more than that with PM 
graphics. 

For a start, it will give you at 
least, 4 extra colours on screen, 
regardless of the graphics mode 
you are using. (Don't forget bout 
bit D5 of the priority register). 
Remember also, that by placing 
all the players and missiles side 
by side in quadruple width mode, 
you can cover the entire width of 
the playfield area to the full hight 
of the screen, so I'm not talking 
about little splodges of colour 
either. This means that you can 
use players to form'backdrops'or 
'curtains' etc. Admittedly, the I 
resolution of players in this 
'extended' mode is a bit chunky 
(to say the least), but you can get 
over this, to make large 'high 
resolution' (but not very mobile) 
shapes, by covering the player(s) 
with a playfield colour, then 
'unplotting' this colour (using the 
BAK colour) to the size and shape 
that you require, so that the 
player colour shows through. 

By writing data from the 
computers' character set into the 
4 players, you can put a 4 letter 


word in GR.1 or GR.2 style, onto 
the border area of the screen, and 
don't forget, by using Display — 
list Interupts, you can 'snip off' 
the parts of a player above and 
below a shape and shift the rest 
of the player to a new horizontal 
position to form a new shape 
there. 

All in all, the possibilities for 
PM graphics are pretty far reach¬ 
ing, so it is uptoyou whatyou can 
make of it. 

Finally, when you are telling 
your friend iabout the great 
program you are writing, using 
PM graphics, and he says, 
"Player Missiles? Oh yeah 
Sprites!" You can let 'im have it 
. . . both barrels!!!! 

You will see that a 5th player 
has crept into fig. 1. This can be 
achieved by grouping the 4 
missiles together, and to over¬ 
come the problem of different 
coloured missiles, you can set bit 
D4 of the priority register. This 
divorces the missiles from the 
player colour registers, and 


instead assigns the PF3 colour 
register to all the missiles . . and 
that's all it does. To move the 5th 
player you will still have to move 
each missile separately. 

Since this player has the same 
colour as PF3, if it passes in front 
of an object with this colour, you 
won't be able to distinguish it, so l 
suppose you could just as well 
say that it passes behind the 
object, as I have shown in fig. 1. 

By the way, for those of you 
who haven't yet sussed out 
where ther playfield colour regis¬ 
ters are, refer to appendix 1 -2 of 
the Basic Reference Manual, 
which gives the location of the 
shadow registers. The 'real' 
registers are at 53270 — 53274. 


MULTI¬ 

COLOURED 

PLAYERS 


That's 5 of the 8 bits in the 
priority register accounted for, 
but c'mere . . . there's more. 

If you remember, last time I 


said that you could get multi¬ 
coloured players by 'overlapping' 
players which have different 
colours. Obviously, one of the 
players will have a higher prior¬ 
ity, and if all of its' pixels are 'lit', 
it will cover the pixels of the' 
player behind it. However if some 
of its 'pixels are unlit, then the 
colour of the lower priority player 
will show through, or, if these 
pixels are also unlit, then the 
player of playfield colour behind 
that will show through. This 
gives you a fair amount of colour 
by setting bit D5 of the priority 
register. This causes the colours 
of the pairs of players PO/P1 and 
P2/P3 to be logically OR'd in the. 
overlap area, and this will 
produce a colour which is differ¬ 
ent to either of the two players. It 
gets better doesn't it? 

The last two 'high order' bits of 
the priority register are 
concerned with the GTIA 
graphics modes, but we won't go 
into that here. (I heard that! . . . 
and I do so know sod all about it). | 


PRIOR & GPRIOR BAK PL5 PL3 PF2 PF1 PFO PL3 PL2 PL1 PLO D7 
D6 D5 D4 D3 D2 D1 DO SEE TEST 0 0 0 1 

PRIOR & GPRIOR BAK PL3 PL5 PF3 PF2 PF1 PFO PL1 PLO D7 D6 
D5 D4 D3 D2 D1 DO 0 0 1 0 

PRIOR & GPRIOR BAK PL3 PL2 PL1 PLO PL5 PF3 PF2 PF1 PFO D7 
D6 D5 D4 D3 D2 D1 DO 0 1 0 0 

(3 PRIOR & GPRIOR BAK PL5 PF3 PF2 PL3 PL2 PL1 PLO PF1 PFO D7 
E D6 D5 D4 D3 D2 D1 DO 1000 



WRITTEN YOUR MASTERPIECE YET? 


. ill! I ililiiSi 


COS IF YOU HAVE, WE'D LIKE TO SEE IT. 

*BIG K is interested in BASIC computer 
programs for any of the top-selling micros. 

* We're also interested in programs and 
routines written in other languages (e.g. 
Assembler). 

*We don't insist that they're games — 
friendly utilities are more than welcome. 

I *I/Ve pay top dollar for anything we pub- 

*We like it fully debugged, on casset 
disc or microdrive, and as thorough! 
documented as possible. 

*A listing helps, especially if it's no more 
than 40 columns wide. 

*Send your stuff to: 

BIG K (PROGS) 

IPC Magazines Ltd. 

Kings Reach Tower (2035) 
Stamford Street 
LONDON SE1 9LS 


SENT IT IN 
ALREADY? 

Don't despair if you haven't heard from us 
yet—you will! You will! It's just 
that... well, we sort of got overwhelmed 
by the never-ending stream of delivery 
porters toiling up the 20 flights of stairs to 

/////////// 

our electronic eyrie high in the cloud- 
wreathed fastness of the Tower of Power, 
each of whom bears on his head a rattan 
basket containing readers' progs. 
Evaluating this material takes time, and 
time is one thing we never seem to have 
enough of... 

So if you're getting edgy — relax. Don't do 
it. Somehow we'll get through it. Then your 
turn will come. 

//////////// 





















"Micros have shot their bolt", says 
JOHN BEAR, the man who wrote 
the USA's current No.3 best-selling 
computer book. 

"Tell us about 
CONQUEST, the 
viewed him. 


it", says JOHN 
man who inter- 


YOU KNOW what they say about 
us and the States — that what 
America is doing today, we'll be 
doing in two or three years? Well, 
brace yourselves for a nasty 
shock because, if John Bear is to 
be believed, the twilight of the 
home computer is approaching. 
The Bronze Age of the micro is 
giving way to the Iron Age of the 
mini. 

John Bear is the author of 
Computer Wimp (Hutchinson, 
£6.95), the No.3 best-selling 
introductory book in America. 
Sub-titled "1 66 Things I Wish I'd 
Known Before I Bought My First 
Computer", it passes on his pain¬ 
fully and expensively acquired 
expertise and disillusionment 
with computers in a no-holds- 
barred attack on the computer 
industry's mystique, methods, 
strategies, short-sightedness 
and incompetence. Aimed 
mainly at potential minicomputer 
buyers (Apples, IBMs, Osbornes, 
etc), and American ones at that, 
some of it isn'ttoo much use to us 
Brit micro types, but there are 
enormous and salutory doses of 
demystifying commonsense that 
make a welcome change from 
the Gee Whiz! techno-babble of 
most computer books. 

Bear's message to the world is 
that you don't have to get 
involved with computers at all, 
that you can live a happy compu¬ 
ter illiterate life — and moreover, 
that the real value of computers 
will be in a thousand inconspicu¬ 
ous, taken-for-granted useful 
functions. He draws an analogy 
with electric motors; when they 
were a revolutionary new gadget, 
people used to buy them just to 
watch them go round. Now virtu¬ 
ally every home has several that 
are barely noticed, in washing 
machines, hoovers and other 
appliances. 

"The story I tell in the introduc¬ 
tion", says Bear (who, by the 
way, is quite unlike his name — a 
small, neat, quiet, low-key man), 
"is absolutely true. I had the only 
computer for miles round 


Mendocino (Northern California), 
so I got a constant stream of 
questions. I didn't want to write a 
computer book at all, I already 
had a six-book contract, but I had 
to stop people asking me the 
same questions over and over. I 
started charging as a consultant 
but word spread and I saw that I 
was going to spend all my time 
answering indentical questions. 
So I spend six months putting it 
all in a book. 

"It's interesting that though 
the book's selling very well, 
computer stores won't stock it 
because the owners don't like the 
advice I given on how to get a 
good deal out of them . . . 
discounts and servicing, things 
like that. They say 'I don't want 
this thing in my shop. People will 
learn too much'. My American 
publisher is doing an ad 
campaign based on that — 'Why 
is this book banned by computer 
shops?"' 

"I don't talk much about 
specific machines. That's delib¬ 
erate, I'd have needed too much 
time and the book would be even 
bigger than it is. But it's a real 
problem. You won't get the truth 
from American computer maga¬ 
zines. They cater to the advertis¬ 
ers, even though they often get 
really angry with them. 

"Computers have peaked out 
in America,I'm sureofthat.They 
were a tremendous fad but 
now that's well over. There 
was a survey that showed 
that over half of the $500 
range machines — Ataris 
and Commodores and 
on — aren't being used 
all. They're in cupboards 
along with CB radios and 
other past fads. Games 
were very big, but Ameri¬ 
cans got tired of the first gen¬ 
eration of them and didn't 
wait around for the second, 
like the ones you see to have 
over here which sound very 
interesting. The money used 
to be in games, but now 
companies like Broederbund 


are moving into software that 
isn't glamorous — inventory 
control, things like that — but 
pays. 

"These days you can pick up a 
ZX81 for $10 and buy Ataris and 
Commodores in Safeways, but 
nobody's buying them. What 
people are buying are dedicated 
machines, for word processing 
and business. But there is still 
some excitement left. At the San 
Francisco show, the big compan¬ 
ies had big stands right by the 
entrance next to each other. 
Digital and IBM's were empty, 
absolutely deserted, but Apple 
had 500 to 1000 people all the 
time standing open-mouthed in 
front of the Macintosh. I love that 
machine and of course now 
they've announced the Fat Mac. 
But even so it was a supreme 
example of Don't Be The First On 
Your Block, [a basic Computer 
Wimp axiom]. It was released, oh, 
months ago, but the software's 
only just coming now. But that's 
where the future lies, not in 
micros. Macs will be coming 
down, there's so much demand. 
College papers are full of veiled 
ads for them — students get 
special prices. A £600-700 
Macintosh will be a recreational 
machine as well as everything 
else. Even now MacPaint is 
somethingyou do for fun. 

"There was a survey which 
showed that most people thought 
that by the 1990s there'd only be 
three computer companies left. 




Apple, IBM and Sony. I don't 
know why they include Sony. 
Their word processor is splendid 
but they can't have sold many." 

"MSX? What's that, I've not 
heard of that?" 

(Break to give Mr. Bear the BIG 
K line: i.e., too little too late.) 
"They're trying it out on you first, 
huh? Well that makes sense, I 
don't think they'd get anywhere 
in America now. Well, like I 
always say, you should wait for 
the software first. I guess it's still 
possible to take over the market, 
but how many big operations are 
there left who could do it? Xerox 
burned their fingers, everybody 
waited five years for AT&T and it 
was just another machine, 
nothing special. If the Japanese 
have got it wrong, which it 
sounds as if they have, then it's 
going to be a slow process of 
attrition. 

"The idea of compatability is 
right though. That's the thing the 
American computer press is 
really focusing on these days and 
they're very negative about the 
big companies. Quite right. Lots 
of people claim to be IBM 
compatible, but they're not. Even 
IBM aren't IBM compatible! The 
PC jr will run maybe 20% of IBM 
software and even then you can't 
really be sure it's going to work 
properly. They come up with all 
these elaborate solutions, but 
people don't want that kind of 
bother, not any more. To me, 95% 
compatibility is more annoying 
than five per cent. 

"The 167th Thing (I Wish I'd 
Known etc)? Well, if I were doing 
it again — and I may have the 
chance next year — instead of 
saying that you should choose 
your software before your hard¬ 
ware, I'd point out the stages. 
First people buy a computer, then 
software, and finally they look at 
their actual needs. If I had one 
minute to talk to everybody in the 
world, I'd say do it the other way 
round. Most people, if they're 
being responsible, will never 
even get to the second stage. 
They'd realise that they don't 
need a computer at all. But 
buying a computer is an exciting 
thing to do. The trouble is that 
they start doing their analysis 
while they're unpacking the 
boxes. Do your research first!" 
Thank you. Dr. Bear. And now 
I'm afraid I'm going to ignore 
American trends completely 
and have another crack at 
Doomdark. Before it's too 
late. 








































































































































SPECTRA IMPORTS 
STOP PRESS 


The cold weather must have affected our sanity. Our Bank Managers and Accountants have turned their 
backs on us at selling these items at such ridiculously low prices. We have been warned that these prices 
will make us bankrupt but we are willing to take the gamble and have this once-in-a-lifetime sale in 
November and December, as all items must be sold before January 1 st 1985. 


COMPARE THESE UNBEATABLE PRICES: 


COMMODORE VIC 20 

£59.95 cash 

COMMODORE 64 

£99.95 cash 

SPECTRUM 48K 

£59.95 cash 

BBC MODELB 

£315.00 cash 


BRAND NEW COLOUR MONITOR 14" £115.00 cash 

RECONDITIONED COLOUR TV/MONITOR 17" £49.95 cash 

BRAND NEW MONOCHROME MONITORS £35.95cash 


SPECTRUM 

(our price) 

747 

£5.95 

AIRLINER 

£3.95 

ATICATAC 

£3.50 

ARCADIA 

£2.99 

ANTICS 

£4.99 

ALCHEMIST 

£2.99 

AUTOMANIA 

£5.99 

BLACKCRYSTAL 

£4.99 

BIRDS&BEES 

£2.99 

BEAKY & EGG SNATCHERS £3.99 

CODE NAME MAT 

£3.99 

FIGHTER PILOT 

£3.99 

FOOTBALL MANAGER 

£2.99 

FOREST 

£4.99 

FULLTHROTTLE 

£4.50 

FACTORY BREAKOUT 

£3.99 

HARRIER ATTACK 

£2.99 

HEATHROW A.T.C. 

£3.99 

HOBBIT 

£8.99 

HUNCHBACK 

£3.99 

HULK 

£6.99 

JETPACK 

£2.99 

JETSETWILLY 

£2.99 

JOHNNYREB 

£2.99 


COMPUTER AND VIDEO GAMES 


SPECTRUM 

(our price) 

JACK & BEANSTALK 

£2.99 

LORDS OFMIDNIGHT 

£6.99 

MISSION 7 

£4.99 

MANICMINER 

£2.99 

MICRO OLYMPICS 

£2.99 

MOON BUGGY 

£2.99 

MATCH POINT 

£4.99 

MUGSY 

£3.99 

MR. WIMPY 

£2.99 

NIGHT FLIGHT 

£3.99 

NIGHTGUNNER 

£2.99 

PSYTRON 

£5.99 

POOL 

£2.99 

PYRAMID 

£2.50 

PEDRO 

£2.99 

STARTRADER 

£3.99 

SABRE WOLF 

£6.99 

SCUBA DIVE 

£2.99 

SPLAT 

£2.99 

TITANIC 

£4.99 

TIMEGATE 

£3.99 

TRASHMAN 

£3.99 

VALHALA 

£8.99 

WAR OFTHE WORLDS 

£6.99 


COMMODORE 

(our price) 

ARCADIA 

£2.99 

AZTEC CHALLENGE 

£6.99 

ARABIA NIGHTS 

£5.99 

BEACHHEAD 

£6.99 

BEAM RIDER 

£7.99 

BLACK HAWK 

£7.99 

CHINA MINER 

£3.99 

EGBERT 

£3.99 

FALCON PATROL 

£3.99 

FOOTBALL MANAGER 

£4.99 

FLIGHT PATH 737 

£4.99 

HOBBIT 

£8.99 

HUNCHBACK 

£2.99 

HUSTLER 

£3.99 

INTERNATIONAL SOCCER £5.99 

KICKOFF 

£3.99 

MANICMINER 

£2.99 

PYRAMID 

£2.99 

PITFALL 

£7.99 

PI LOT 64 

£5.99 

SPACE PILOT 

£4.99 

SOLO FLIGHT 

£8.99 

SNOWBALL 

£6.99 

TALES OF ARABIA 

£3.99 


BBC 

(our price) 

AVIATOR 

£10.25 

BRAINSTORM 

£4.50 

BLAGGER 

£5.40 

BUG 

£4.50 

COLDITZ ADVENTURER 

£4.99 

CRAZY PAINTER 

£4.25 

CHESS 

£4.99 

DANGERUXB 

£4.99 

3 DEEP SPACE 

£4.99 

FLAK 

£5.99 

FORTRESS 

£5.99 

FLIGHTSIMULATOR 

£4.99 

FELIX 

£4.99 

GARGOYLE 

£4.99 

GENERATORS 

£4.25 

HUNCHBACK 

£4.99 

LOST IN SPACE 

£4.99 

MUSIC PROCESSOR 

£9.50 

OWZAT 

£4.99 

PEDRO 

£2.99 

PSYCHO 

£4.99 

TIMETREK 

£4.50 

VOODOO CASTLE 

£4.50 

WIZARD 

£4.50 


FINANCE FACILITIES: 


BBC MODEL B 
COMMODORE 64 
COMMODOREVIC20 
SPECTRUM 48K 
NEW COLOUR MONITOR 
RECON. COLOUR MONITOR 
NEW MONO MONITOR 


DEPOSIT £145.00, 10 MONTHLY PAYMENTS @£18.50 
DEPOSIT £50.00, 10 MONTHLY PAYMENTS @ £6.50 
DEPOSIT £30.00, 10 MONTHLY PAYMENTS @ £4.00 
DEPOSIT £30.00, 10MONTHLYPAYMENTS@ £4.00 
DEPOSIT £60.00, 10 MONTHLY PAYMENTS @ £6.50 
£49.95, NO FINANCE AVAILABLE 
£35.95, NO FINANCE AVAILABLE 


N.B. ALL FINANCE ARRANGED BY OUR OWN COMPANY. 


ORDERS TO: 

SPECTRA IMPORTS (UK) 

ARCADE CENTRE 
1st FLOOR OFFICES 
SCOTLAND ROAD, NELSON 
LANCS. TEL. 0282 698666 

Please send me. 

at£.cash or£.deposit 

I enclose my cheque/PO/cash for £. 

Name. 

Address. 


Please allow 28 days delivery. Postage and package: cassette 25p, other items £5.00 
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MAIL ORDER 
ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to the British Code of Advertising Practice. 
In respect of mail order advertisements where money is paid in advance, the code requires advertisers 
to fulfil orders within 28 days, unless a longer delivery period is stated. Where proofs are returned 
undamaged within seven days, the purchaser's money must be refunded. Please retain proof of 
postage/despatch, as this may be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in this magazine and pay by post in advance of 
delivery, BIG K will consider you for compensation if the Advertiser should become insolvent or 
bankrupt, provided: 

(1) You have not received the goods or had your money returned; and 

(2) You write to the Publisher of BIG K summarising the situation not earlier than 28 days from the 
day you sent your order and not laterthan two months from that day. 

Please do not wait until the last moment to inform us. When you write, we will tell you how to make 
your claims and what evidence of payment is required. 

We guarantee to meet claims from readers made in accordance with the above procedance as soon 
as possible after the Advertiser has been declared bankrupt or insolvent. 

This guarantee covers only advance payment sent in direct response to an advertisement in this 
magazine not, for example, payment made in response to catalogues etc, received as a result of 
answering such advertisements. Classified advertisements are excluded. 



VALUE that's 
out of this world 

ONE CASSETTE 


It is impossible to tell you everything 
about the 50 games on 
CASSETTE - 50 but they include 


NOW AVAILABLE FOR O commoclore< * f ELECTRON Atmos . 
DRAGON OO0aib Spectrum popple ATARI ORKM ZXB1 . VK* 20 


many types such as maze, arcade, 
missile, tactical and logic games, 
to suit most tastes in computer 
game playing. 

CASSETTE 50 will appeal to 
people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cost of other 
computer games. 

* V/ . 1 * * ‘ * 

WE PAY TOP PRICES 
FOR TOP QUALITY GAMES 


EXPRESS DELIVERY- 
ORDER NOW 


Name _ 
Address 


_ Post Code _ 

Country ______ . 

Dealers Et Stockists enquiries welcome. 


Please send me by return of post. Cassette 50 at £9.95 
per tape. I enclose a cheque/postal order for 


n 


made payable to 
Cascade Games Ltd. 


Please debit 



COMMODORE 64 
SPECTRUM 
ATARI 

Cascade Games Ltd., 

Suite 4, 1-3 Haywra Crescent, Harrogate, 

North Yorkshire, HG1 5BG. England. ■ 

Telephone: (0423) 504526. BK/12/8^ 


VIC 20 
ELECTRON 
ATMOS 


ORIC 1 
ZX 81 
DRAGON 


BBC A/B 
APPLE 
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Lorraine Vick, The Activision 
Software Club, 5-7 Fourlease 
Road, Maidenhead, Berks. 


THE LOWEST 
PIRATES ON 
EARTH... 

THERE'S A lot more piracy 
here "Down Under" than in 
Britain. Most software is 
imported and there are few 
distributors. It's simply not 
available any other way. 
DEREKODGERS, 
Queensland, Australia. 

GIT ON UP FROM 
DOWN UNDER 

BIG K is the most colourful and 
informative computer 
magazine I've seen. The big 
drawback is that we receive it 
two months after its issue 
date. It makes mefeel jealous 
of Britain for having more 
software than Australia. 
ALLAN KITTEL, 

Whyalla Norrie, 

South Australia. 

• Looks like things are 
bubbling down under. Not 
only have we received a 
surprise sackful of eulogies 
from Australia and New 
Zealand, but Sydney-based 
'Ozisoft' have started 
operating within these very 
shores. Then there's always 
Melbourne House. Hold onto 
your corks. Cobbers, things 
could be looking up. 


THIS IS A HEX 
PARROT 

NEITHER I nor my VIC 20 or 
CBM 64 have been 
programmed to work directly 
in Hexadecimal. We all like to 
count in tens and units, and 
sometimes in 1'sandO's. 

We therefore find it hard to 
understand why many authors 
of CBM reference books insist 
on giving important addresses 
only in Hex, which to us has a 


Iil wanmW 


Yes, you to° can join 

the formidable team of 
literati assembled on 

this here double-page 
spread and end up 

RICHER by FIVE WHOLE 

POUNDS! (If we publish 

your letter, that is.) 

Scend your 
Scenario to... 


Letterbase, 

BigK 

Room 2038 
IPC Magazines Ltd 

Kings Reach Tower 

Stamford Street 
LondonSE19LS 


SLUR 


IS YOUR letter-answerer the 
same smarmy so-and-so who 
writes the replies to letters on 
Tharg's nerve centre in 
2000 AD? 

TIM THE JET-SETTER, 
Loughborough, 

Leicestershire. 

# No, smart-ass Jetlet. Know 
thy place. I am the all-seeing, 
all-knowing, all-smelling, one- 
and-only. I just happen to have 
friends in high places . . . 


BEAUTIFUL 

STREAMERS 


IFYOU had an all-time drop¬ 
outs chart, I'd nominate Hell 
Gate —a lavishly lamegame.. 


Maker: Llamasoft 

Format: cassette 

Price: £5.50 

Graphics: Do what? 

Playability: Uggh! 

Addictiveness: Huh? 

Overall: NIL 

PAUL BRIGHTLY, 

Rainham, Essex. 

• Thanks, Paul. All Lame 
Game nominations are being 
covetously collated, hoarded 
and recorded. Shoot your hoot 
for the pending all-time losers 
chart. 


STRAIGHT FROM THE DRAGON'S MOUTH 
...AND INTO THE FIRE 


IMPATIENT to get my first computer, I walked into the 
nearest electronics shop and asked for advice. 

"Oh, definitely the Dragon " said the monster behind the 
counter, firmly. "It's the best computer in creation." I 
believed him and parted with my cash. Imagine how I felt 
when I picked up a magazine a few days later and found I 
was the proud owner of an obsolete machine. I could have 
bought a CBM 64 or an Amstrad. 

KEVIN MARTINO, London, NW10. 


# Ouch! If you're going to make a first-time buy, for 
Heaven's sake do some research first. Read the mags for 
advice and compare prices. However, now you've got the 
beast, be consoled by the knowledge that Dragonware is 
still being produced. There are 150,000 Dragon owners in 
the country, and BIG K (at least) certainly won't stop 
catering for them. 


KNOCKOUT 


I READ 'Duff Roms of the 
Western World' in issue 7, and 
havefoundthe numberone 
candidate for a bad-taste chart. 

As Uncle Poo you must 
collect sacks of gold and 
diamonds whilst being 
pursued by what looks like 
moles and steaks, You must 
also flee an incoming tidal 
wave. To dispose of Uncle 
Poo's assailants you must 
bend over and fart on them. 
They then ricochet around the 
screen. Formidable stuff, eh? 
ADAM FINCH, Birmingham. 

• There's ONE PERSON in this 
office who's bound to get a 
record score . . . 


MICHAELALLEN, 
Haverfordwest, Dyfed. 

# Sure looks like an F-15 in the 
box set, but H.U.N.T.E.R. (note 
the acronym) is what the 
makers call it (no relation to 
the Hawker jet of the same 
name). 


SPORTING CHANCE 


ISTHERE any news of a decent 
Olympics game for the BBC? 
I've already got Micro 
Olympics and I think it's 
rubbish. 

PAUL COOK, 

Broadstairs, Kent. 


JET-VETTER 


IN YOUR review of M.A.C.H. 3 
(July issue) you stated that you 
were flying an "unmarked 
military aircommand 
HUNTER jet". It is in fact an 
F-15 Eagle aircraft. 

I'm not pointing this out to 
embarrass the writer, but I'm a 
member of the Air Training 
Corps and like to see aircraft 
called by their correct names. 


ARE THERE any athletics 
simulations (like Activision's 
Decathlon) available for the 
Atari 400/800? 

J.MORTER, 

Thetford, Norfolk. 

# Can anyone tell us who's in 
the runningsforthe BBC 
Olympics? Meanwhile, 
Decathlon will be out soon for 
the 400/800 (and XLs). The 
cassette will be priced at 
£9.99. 'J' might want to join 
Activision's Software Club to 
keep him posted. Write to: 






















usef u I ness factor of 259! 
Unless of course this isa high 
order value in which case our 
answer would be 64000 —a 
nice roundfigure, I think you'll 
agree. 

CHRIS WATT, 

Cyncoed, Cardiff. 

• Our sympathies to all of 
you. It isn't just the number 
system these schlemiels use. 
As far as we can make out, the 
text is written in an obscure 
dialect of Albanian, too. 


ANDY—WALLOON 
OF THE MONTH 

AM I the only person in the 
whole wide BIG K readership 
world —the intelligent world 
that is — who has found 
himself trying to control the 
players on Match of The Day 
with his joystick? Could I be 
suffering from a very extreme 
bout of Commodorious 
International Soccerlae? Is 
there a cure? 

ANDY CLARKE, 

Warwickshire. 

• Yes. No. Goodbye Andy. 

BESPOKE POKES 
(FRAKIN'GOOD) 

I HOPE that the following 
upgrades will help Frak! freaks 
get more out of their game. 

The following gives you 255 
lives: 

*LOAD Frak 2 
?&305B=&FF 
CALL &468A 

The following enables you 
to boot into the different 
screens by pressing the 
Escape key: 

*LOAD Frak2 
?&304D=1 
CALL &468A 
DAVID MACHIN, 

Stoke-on-Trent, Staffordshire. 


We pay 
for progs, 
two 


EXEUNT THE DRAGON 

OR 

50 WAYS TO SNUFF A DRAGON 

1) KNOCK HIM ON THE HEAD, TED 

ALLAN pH| LLI ps wanted to know howto kill the Draqon in 
Twin Kingdom Valley (B\G K September issue). First of all 
rescue the Princess in a dungeon (on the way to the 
Dragon). You'll need the amulet which you can get by 
giving the Forest King a bag of gold. When you've rescued 
the Princess, he'll also give you a silver key. Use this to qet 
into the Tower in the South West corridor. Inside you'll 
find a long staff. Hit the dragon with this and he'll die — 
and leave you the key. 

DAVID L. JAMES, London SE15 


2) STITCH HIM WITH A WITCH, MITCH... 

iN ORDER to kill the dragon you must first kill the witch 
who resides in a tower opposite the one in which the 
dragon is encountered. She holds a wooden staff which 
will kill the dragon. Killing the witch however is no easv 
matter... 7 

To kill the witch you must enterthe grate in the clearing 
and take one of the doors on the side of the passage 
Behind one of these lives a dwarf. Kill him by normal 
means.(!) Find the downwards staircase leading to a 
grate. Unlock the grate to find a passage. Followthis up a 
staircase. You are now in a hut and the computer should 
prompt "The floor is weak". Wait for it to collapse. You 
will find yourself in a tunnel with a magic dagger Give this 
to the witch and it will attack and kill her. Now you are free 
to take the staff and kill the dragon and take the master 
key. Quite simple really! 

M. NICHOLSON, Grenoside, Sheffield. 


3) ...ANDSETYOURSELFFREE! 

IN ORDER to kill the dragon in Twin Kingdom Valley give a 
diamond to the Forest King and he'll give you a metal 
amulet. Now go to the Forest King's dungeon and go 
South, West, South, East where you will find a witch. Give 
her the crystal ball; she'll give you a bronze key. Get back 
to the grid where you will find three bronze doors. 

It is behind one of these that you will find the Princess' 
dungeon. Don't enter with the amulet in the holdall, or 
she'll disappear. She will recognise you and her fatherthe 
Forest King will reward you for her freedom with the silver 
key. Now you can open the silver doorway, get the long 
wooden staff, and kill the Dragon. But be warned! make 
sure your strength is 190 before you enterthe Draqon's 
tower! 

ALASTAIR LINDSAY, 

Edinburgh. 

• Now pick the bones 
out of that little lot 
(notice how they all 
disagree?) 



GOAT I 

I TYPED in some words whilst 
playing Revenge of the Mutant 
Camels. When I typed in 
GOATS'cheat mode / 
operative'flashed onto the 
screen. When I pressed the 
space bar I instantly got my 
shield bonus and went straight 
to the next level. This 
happened every time. 

SIMON CARTY, 

Castle Donington, Derby. 

GOAT II 

LOOK WHAT I found out whilst 
playing the goat on Mugsy. 
When Joey asks how much 
you're going to play The Boys 
to keep them loyal — type irva 
minus number. The amount'll 
be added to the dollars you 
already have. 

MARC WHITAKER, 


• And The Boys stay loyal? 
Mugs. 

CBM FRILLS 

Here are some tips for CBM 64 i 
users. 

POKE 650,N — This Poke 
enables the userto have 
Repeat Keys. Make 'N' 
between 128 and 255 to turn 
them on, and 1-127 to turn 
them off. 

POKE 56325, (0-255) —This'll 
give you a super-fast cursor. 
Speed range is from '0' 

(fastest) to '255' (slowest). 

POKE 808,251 — The security 
Poke. Will disable the RUN/ 
STOP and RESTORE. 

SIMON FONG, 

Charlton SE7. 

COLOUR SECTION 

IN your review of Jet Set Will/ 

(issue 4) you said the colour/ 
security system is useless in 
black and white. Untrue?Agrid 
location is displayed ana^ 
looked up on a code card. \ 
Press the appropriate number 
— and play! 

DAVID SCOTT, Ayr. 

SALAD DAYS? 

MY YEAR is ruined. I walked 
into our school computer 
room and saw a £1,50016- 
megabyte hard disc drive, 
when we already have a dual 
disc drive. Why couldn't we 
have a couple of modems like 
American schools? Are they 
worried we'd break into a 
bank? 

BAZ SIMMS, Leek, Staffs. 













announcing 



You c 
warrioi 
Alien i 
of the 
task, y 
fearson 


Computer(s) Owned. 


GAME OF THE YEAR 

PROGRAMMER OF THE YEAR 

SOFTWARE COMPANY OF THE YEAR 

ARCADE GAME OF THE YEAR 

ADVENTURE GAME OF THE YEAR 

SIMULATION OF THE YEAR 

COMPUTER OF THE YEAR 

WIDGET OF THE YEAR. Peripherals only. 

BEST PACKAGING OF THE YEAR 

BEST AD OF THE YEAR 

CRASH OFTHE YEAR. Open category. 

LAME GAME OF THE YEAR. Software only. 

NAFFWARE OFTHE YEAR. Peripherals only. 

GOOD IDEA BUT . .. (OF THE YEAR) 

Or Most Majestic Failure. Open catergory. 

HYPE OF THE YEAR. Open category. 

BROKEN PROMISE OF THE YEAR. Open category. 

RIP-OFF OF THE YEAR. Open category. 

MOST PLUNDERED CONCEPT OF THE YEAR. Software only. 
WORST PACKAGING OF THE YEAR 
WORSTAD OF THEYEAR 


THE FIRST 25 POLL ENTRIES OPENED WILL EACH 
RECEIVE A LUCKY DIP FROM THE FAMED BIG K 
MYSTERY SOFTWARE HOARD — SO TO BE SURE TO 
INCLUDE ANY DETAILS OF COMPUTER(s) YOU OWN - 
AND GET THOSE ENTRIES IN FAST! 

Name.Age. 

Address. 


Twenty Categories Of Distinction 

IT'S MAKE YOUR 
MIND UP 
TIME 

YES, IT'S the event they've all been 
waiting for with bated breath! The first- 
ever BIG K Readers' Poll is upon us. The 
Pollthatgives youyourchanceto pass 
verdicts on everything that's come your 
way throughout 1984. 

All you have to do is voteforyourchoice 
under each category, cut the voting form 
outand mail ittoushereattheTowerof 
Power. The full address 
BIG K (Readers Poll) 

Suite 2035 
IPC Magazines Ltd 
Kings Reach Tower 
Stamford Street 
LONDON SE1 9LS 


SO 1 










































ft '/7t-9sT- 
■SAMUftAi SOFTWARE 


Castile of tfje i§>feuU Horb 

Packaged in a 
Special Presentation Box 
which includes a 
"Free Dust Cover" 
for your computer. 

In a battle lost in the mists 
of time, the necromantic Skull 
Lord attacked and defeated 
a race of noble Dwarves. 

The Dwarves lost many treas¬ 
ures, the most valuable of 
these being the “Crown of 
Dwarves Kings". For many 
ages did they attempt to 
regain this artifact, and for 
many ages did they fail. 

Now in desperation they call 
upon you, noble warrior, 
to attempt that which is 
beyond their power. 

Your quest:— To regain the 
fabled crown and defeat the 
all powerful skull lord. 

The adventure is of the 
classic format. Simple verb- 
noun combinations are ex¬ 
pected, and will usually be 
understood. 





Samurai Invaders 


You control a fearsome Samurai 
warrior whose aim is to prevent the 
Alien invaders from gaining control 
of the earth. To help you in this 
task, you are armed with shuriken, 
fearsome oriental throwing stars. 



Ms. Mazey 

Can you guide the intrepid Ms. Mazey 
around her garden maze and collect 
the daisies? Or will you fall victim 
to the evil skull riders? (In a garden?) 
Can you make it to the magical “flow¬ 
er pills". Will you get the "flower 
power" to zap the skulls? Will Ms. 
Mazey ever get to see the flower of 
her heart, Percy Chucka? 



Rooster Run 


Why DID the chicken cross the 
road? You don't know? Neither 
do we, but with the help of this 
game you may just find out! 
Your aim is to guide the hapless 
rooster across the road, then, get in 
the boat and avoid the aquamarine 
hazards. What could be simpler?! 


Please tick the correct boxes 
in the mail order coupon. 


k £8.95 AMSTRAD 
uses 41.4K 

£7.95 CBM 64 

□ 

£5.95 

SPECTRUM 48K Q 

£7.95 BBC 

. ecial 
modified version 


in special j 


£7.95 ELECTRON 
in special (—i 

modified version I_I 

SAMURAI 
INVADERS 
£7.95 


£8.95 SHARP MZ7 


£7.95 DRAGON 
in special 

modified version r 


£7.95 VIC 2016K 

in special r— 
modified version I_ 


Amstrad I I 
only 1_I 


£7.95 Tl 99/4A 
in special i— 

modified version I_ 

MS. MAZEY ROOSTER RL 


£7.95 
Amstrad only 


□ 


£7.95 
Amstrad only 


SEND CHEQUES/POSTAL ORDERS TO 


Samurai Software 
16 Clapgate Lane, Goose Green, 
Wigan. WN3 6RN 


or Ring: Tele-Sales (0942) 495753 with 
ACCESS / VISA No. f or 
IMMEDIATE DESPATCH. 
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Integrated Forth, Assembler 
and Debug 


> 



Another 


ical new concept in add-ons from CURRAH 



Next month CURRAH launch //.SOURCE, their arost / 
advanced product yet. //.SOURCE lets yo\Jtor\te/ 
and use Assembler or FORTH In BASIC llnes^o you 
can run these advanced languages by themselvefior 
even 'Integrate' them into BASIC programs, J 

//.SOURCE gives you the ability to vunte ultra-fast, 
highly compact programs which uwthe powers of 
all three languages, yet Is so userjnendly that even 
a novice will be using It In minutes I Add advanced 
features like a full Debug, so you can easily correct 



your^SPOgrams, and at £44.50 you can give your 
Spectrum on-board programming power only 
found on more expensive machines. 


Send In now for an advance information pack 
to: CURRAH, Hollymount, Hartlepool TS26 OHA. 


C L 

1 R 


A H 













11 1 Wm 


Hilt 


gap si 


20 °pciK7^r^y 

Z ye H 'tf Kelolu« CA ?°m 

* My oid e Ma y r *Ptics 

*° he 'P He o«7 m ‘ 

* "SvylOn 

r nr, ^t7L u M 


Our intrepid 
hero’s BACK. 

In his latest action 
packed adventure! 


Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd, 
St. Austell Cornwall PL25 5JE 


Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 
or WEBSTERS SOFTWARE 
0483 62222 


VISA 


Phone 0726 73456 


Selected Microdeal Titles available from computer dealers nationwide or from larger branches of 


and 


Stores 
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Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 

1 or WEBSTERS SOFTWARE 
x ^ 0483 62222 


rom computer dealers nationwid e or from larger branches 


Stores 
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